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Amigas are put to work daily at Westerly Cable 
Television in Westerly. Rhode Island, AC'S Video 
Consultant. Frank McMahon, tells us how. Refer to 
the article, "Amigas in Television " on page 46. 
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for the Amiga Programmer 
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Find out how your favorite program works. Change 
annoying features. Examine your own compiled code. 

/ Load/save any file, read disk tracks, or disassemble 
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/ Automated symbol creation: 

JSR -$1E(A6) becomes JSR _LV00pen(A6) 
MOVEl #$3EE.D0 becomes MOVEl #MODE^NEWFILE,D0 
Virtually a// Amiga symbol bases supported. 

/ Now supports user defined symbol bases! 

/ Single-key fonward and backward referencing makes 
following subroutines easyl 

/ Special support for base-relative addressing. 

/ fvlany files may be successfully reassembled directly 
from Resource output. In a trial disassembly, 
"Preferences" was disassembled, and tfie resulting 
source code assembled into a working program, all 
in under 15 minutes. 

• If you're serious about disassembling code, look no 
furt fieri 

"Resource is fully -featured and flexible... Everything 
is fast. The program is astonishing in many ways. 
The massive size of its internal tables boggles the 
mind. I admire the remarkable accuracy with which It 
makes Intuitive guesses at the nature of certain bytes," 
Jim Butterfield, Transactor VoL 2 #5 
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VISA, MastofCard, chock of rroooy order ocoeplad - no CODs. Not availabte in ralail iIofm. 
Circle 168 on Reader Service cord. 
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WITH ANY LUCK, YOU ARE 
reading this on the beach, or perhaps 
beside a nice pool. Possibly you are 
spending these moments in a backyard 
hammock or in a nice comfortable chair. 
Past experience would suggest that the one 
place you are probably not spending this 
time is beside your Ajiiiga (unless you keep 
your /\miga in a cool basement like I do). 

It has always been a general fact of 
tlie consumer computer business that the 
summer season is a v^ery- slo^^ time. Few 
new products are released, few ground- 
breaking announcements are made. Often , 
diere is litde to do but wait for the cooler, 
more productive days of fall. This has 
always been the way that the major 
computer companies, and their tliird-party 
developers, have handled the dog days of 
summer — -until now. 

Apparendy Commodore and its 
third-party developers have a different way 
of looking at the opportunity summer 
provides. While their competition is on 
vacation, Commodore has announced two 
new platforms for .>Vmiga computing: 
Conimodore Dynamic Total Vision (please 
see the July issue) and the Amiga 30CX). The 
A3000 was announced at the end of April, 
but shipments are now heavy in the US, and 
the early word is that the A3000 is selling 
extremely well 

For third-party developments, please 
take a look at the new announcements and 
reports from the AmiEXI^O in Chicago (see 
page 63 this issue). Both small and large 
companies announced major new 
products, upgrades for existing software, 
and special pricing on current products. All 
of this as the temperaoire outdoors rose to 
90 degrees, with high humidit\^ 

Among the more exciting 
announcements from the growing number 
of Amiga developers was a new high- 
density drive from Applied Engineering 
tliat permits Amiga-format storage on high- 
density 3-1/4 inch disks at 1.52 meg. Tliis 
drive has also made disk ejection softu'are 
controllable. 

Black Belt Systems announced a 
wide variet}^ of products for bodi the 



consumer and the Amiga developer. Every 
product was announced with full ARexx 
support and no copy protection. 

Several hardware producers are 
vying for the fastest SCSI hard disk 
controller interface. Both Interactive Video 
Systems and ICD displayed some amazing 
graphic and sound capabilities from hard 
disks. Each had digitized several minutes of 
video and displayed it directly from the 
hard drive with sound at thirty^ frames per 
second. Apparently IVS had first 
demonstrated tliis effect at die Basel 
.\miEXPO. rVS also worked with Digital 
Creations to demonstrate DCTV, Digital 
Creations' graphic display software, with a 
windsurfing film which must be seen to be 
believed. 

TALKING A GOOD GAME 

Oh J I see. You are comfortable in 
your beach chair, and not really getting 
excited. After all, what does this mean to 
you? 

Well, fellow Amiga user, it means diat 
the Amiga is at the center of one of the most 
exciting computer markets today. These 
new introductions and refinements 
provide the Amiga user and potential 
Amiga customers with more choice, and a 
better perspective of what the Amiga can 
do. 

Yet, you are not convinced. You see, 
it is not enough for AC (or any publication) 
to continually describe products and dieir 
features in esoteric terms. It is extremely 
beneficial to list the features of a new 
product, true. But it is even better when we 
actually show how those features resolve a 
problem in industry, or lead to a new 
means of doing something better and more 
efficiently. 

It is, of course, easy to blandly say 
that a product is good, and diat it does such 
and such. This casual attitude often leaves 
the Amiga user with only a small 
understanding of just how powerful their 
-Ajniga can be. AC has never been 
comfortable with this style of hands-off 
journalism. Each article here is presented 
by people who are familiar witli die Amiga, 



and in most cases use the Amiga in their 
professions ever)^ day. 

This is demonstrated perfectly with 
the articles by Frank iMcMahon in this issue. 
Mr. McMahon has spent the last three years 
utilizing the Amiga every day to produce 
on-air visuals. His article demonstrates tiie 
need for an Amiga in every cable station in 
the country. For its cost and efficiency, 
there is no better choice. 

We believe this message so strongly 
diat we would like to ask the following 
favor. If your local cable station does not 
use Amigas to produce their on-air visuals, 
send us dieir name and address, and we 
will send them a copy of this issue. It is 
always nice to talk and write letters about 
the Amiga, but it is a much more powerful 
message when professionals see their 
peers and their competitors in the industry 
using the Amiga in a creative and less 
expensive manner. 

Please send your cable station's 
name and mailing address to: 

Amiga on Cable 

c/o Amazing Computing 

P.O. Box 869 

Fall River, iVIA 02722-9970 

OK^ Is this enough to stir the blood 
even slighdy? The Amiga is becoming a 
better platform every day. It can do jobs 
that were never possible before, but it still 
needs to be noticed. If you take the time, 
we will send cable television professionals 
our collective message. Drop us a line 
today (or if the baseball game is really 
good, tomon'ow). 

While you are at it, let us know how 
you are using tlie Amiga. Who knows, what 
you take for granted may become our next 
big stor^^ It happened to Frank McMahon. 




Don Hicks 
Managing Editor 
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A Professional 3D Animation Rendering Sptem for the Amiga 

For More Information Call _^ini^ii/S0 6I2»566*0221 
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DearAO 

1 read (with great enthusiasm), your 
article "Handling MSDOS Files" by Jim 
Locker in Amazing^ V5.4, page 52, and 
liked what I read. One problem, though, in 
trying to locate the t^pe of 5 1/4" disk drive 
indicated by the author. Ever>^ dealer tliat I 
ha\'e contacted in my area draws a blank 
when I ask for a surplus 5 1/4" 96tpi, SO 
track full height drive. The problem may be 
in my interpretation, is this a 720K 
formatted (as was mentioned in the article)^ 
and does it use DD, or HD disks or is it a 
commonly available 1.2MB HD 96tpi IBM 
drive? Another discrepancy popped-up 
when reviewing tlie body text of the article. 
A 7402 OR gate was specified, and on the 
schematic, 7432 was specified. Which one 
is the correct number?? 

Any ans^^ers, and/or clarification to 
my questions would help to solve a ver>^ 
puzzling dilemma. Many thanks in 
advance. 

Randy Luczak 
Emsworth, PA 

— Mr. Locker received the products from 

Midwest Surplus Electr'onics, 501 W, Main 
Street, Fairbom, OH 45324, (513) 879- 
2250 or (800)523-3690, He used the 720K 
formatted floppy. Regarding the difference 
between the number on the text and the 
schematic, 7432 is the correct OR gate, — 
ED 

Dear AC: 

I have just finished reading The 
Command Line column in your magazine, 
Amazing Computing and I must say that 
your magazine has really helped me a lot as 
a college freshman taking up Computer 
Science. I reaUy enjoy reading the articles 
and the tutorials in your magazine 
especially "Tlie Command line" column. 
Your tutorials are most helpful and your 
software reviews are most of the time fair. 



But I feel that what is lacking in your 
magazine in-depch coverage and 
information about areas of programming 
like Artificial Intelligence. As a 
programmer, I want to tackle other 
programming languages and I could use 
information provided by such anicles and 
I feel that other users can too. 

I hope that we will see more articles 
about programmingj graphics tutorials 
(like tlie ones in your JAN. issue), 
telecommunications, and general business. 

Sincerely, 

Randy Alava 

Capitol Site, Quezon City 

Philippines 

Dear AC: 

Sorr>^ to burst the bubble, but US 
dimes (quarters, nickels, pennies, and half 
dollars) no longer have any silver content, 
as John lovane asserts. The US dime, which 
was specifically mentioned, weighs 2.27 
grams, is 17.9 millimeters in diameter, with 
an inner core of pure copper, and an outer 
layer of 75 percent copper and 25 percent 
nickel. Barring tliis, congratulations on a 
job well done. 

Sincerely, 

Jeffrey Scott Mundt 

Louisville, KY 

— We contacted several coin dealers in the 

Boston and Washington DC areas. Here's 
what we discovered. Up until 1964, all US 
coins contaified 90 percent silver. From 
1965-1970 the only coin to contain any 
silver was th e half dollar which was only 40 
percent. From 1970 and o7i they no longer 
made any coins (i,e,, dimes.quarters, 
nickels, pennies, and half dollars) ivith 
silver. We apologize for this error, but Mr. 
lovine has stated that the dim e does workf — 
ED 



Dear AC: 

I own an Amiga 500 and have some 

questions. 

If I have an expansion box (slots) and 
I bought the 68030 GVP (33MHz), will it 
work with ail my software or will I have to 
shut it do^^n to work witli some programs, 
like RPG, desktop video, and text 
processors. What about digitizers, 
genlocks, and other hardware? 

i hope that you can answer my letter 
because in Mexico, especially in Cancun, 
there aren't many resources for tlie Amiga. 

Carlos Alejandro 
Cancun, Mexico 

— 77j^ GVP Impact Accelerators have an 
excellent compatibility record. The GVP 
board should work imth most of your 
sofiwa re, however it does have so m e k nown 
compatibility problems with afeiv games. 
You can simply bypass the 68030 by pulling 
aju mperon the accelerator boa rd. Also, the 
board's asynchronous design makes it work 
ivell with genlocks & other bai-dware. As 
altvays, you should contact the 
manufacturer for specific compatibility 
details,— ED 

Dear AC: 

Thank you for publisliing my article 
in the May 90 issue of your magazine. 1 
enjoy writing about electronics and having 
my work published always calls for a 
celebration. 

I would like to report two minor 
con-ections. First, if you look at Figure 
Three, the PC Board layout is upside down, 
which could possibly confuse your readers 
when they refer to Figure 4 and 5 for 
component placement. Second, I have 
been told recendy that there are several 
versions of the Plug 'n' Power transmitter 
available from Radio Shack. All of them 
have the same catalog number, except for 
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\: Announcing dVP's new A-Nef^ ^ 

LOCAL AREA NETWORK FOR THEAMIGM 

The low-cost total network solution! 
Ideal for education, business, and government.. "~ 



GVP brings you the latest 
breakthrough in EmmKJ 
NETWORK CONTROLLERS for yo 
A2000® and/or A500«. CVP^s A^ 
^aii^-et^e flares, ttexibility, 
and software sunnrt will be your 
key to added Amip productintf. 



Ethernet Network Controllers avaiJ^Hs 

for both the A5(X] and the A2000, ^' "-^^^^^ 

Physical network is Ethernet ^bsion 2 

compatible. Fiillv compliant with IEEE 

802.3 Standard types A and B. 

10 MegaBit per second Ethernet 

transfer rate. 

16-bit data path addressing. 

Supports both "thick" and "thin" 

jBNC) Ethernet cabling. On-board 

transceiver for use with "thin" ethemet 

cabling. A-Net 2000 has DB-15 external 

connector. 

Supports up to 30 stations with total 

cable length of up to 600 feet with 

"thin" Ethemet co-axial cabling. 

All controllers have 16KB of oiiDoard 

static RAM allowing DMA directly to/ 

from the network. A2000 controller also 

has DMA sequencer allowing DMA 

transfers directly from/to the 

Amiga's memory. 

Includes sophisticated software package 

supporting Amiga-to-Amiga networks. 

Software features include: 

v^ Easy to install software, well 

integrated with AmigaDOS. 
v^ Full peer-to-peer networking - i.e., 

every Amiga node can be both a 

client and server. 
i/ Resource sharing: Hard Disks, 

Floppy Disks, RAM Disks, Serial 

Ports, Parallel Ports, Printers, etc. 

can be shared between stations and 

can be transparently used as if they 

were physically connected to each 

station. 
/ Abilitv to run and 'Tube'' data, 

quickly between applications on 

remote stations. 
i/ Ability to send messages between 

users. 
i/* Abilit>^ to check which users are 

active on the network. 
Novell and DECnet compatible 
software drivers available from 
third parties. 




A-Net and GVP are trademarks of Grtat Valley Products Inc. 
Amiga, A EDO and A200D are registered Irademarks of 
Commodoi'e-Amiga Inc. 



GREAT VALLEY PRODUOS INC. 
New Address: 600 Ctark Ave., King of Prussia, FA 19406 

For more Infarmation, or for nearest dealer, call today. Dealer Inquiries welcome. 
Tel. (215) 337-8770 • FAX (215) 337-9922 
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-^ Simulator ^ 




Now pby BLACKJACK on your Amiga™ just c& tf you vn^re in Nevada. Deab up to 
9 players using up to 9 decks! BLACKJACK txituolty anaVz«s ond reports on your 
progress during the game *o you can mothemattcaiy create your own system of 
bett ing and winninQ ! $34.95 

POKS - Warm up for reol poker ogolnst 4 card sharte after your mor»oy! iCALl 

SOUTAIRE - The rrxjuse makes It eaiy to move rows of cards, and ttie AmigcP' 
org a nkes the m too! $34.95 

R&QJr&s 5 J2K ofxiha be*- ^i hsf fucftbm t&cdcttG AUnQ opaathn 

S«ffd ch0ck or monmy ord^e to: 



MJrl 



THE SOFTWARE FACTORY 



Circle 117 on Reader Service card. 

a letter suffix. The one I used was model 6l- 
2677 A (A suffix). It is shown on page 26 of 
die article. The otlier model, available 
under die number 61-2677B (B suffLx), is 
also available from Radio Shack, but it has 
a different key matrLx and controller chip, 
making it incompatibie with my hardware. 
Your readers can tell the difference 
ber^^een the two models by looking at the 
Radio Shack catalog number printed on the 
box or by looking at the number of keys on 
die unit. The '^A suffLx" has 10 keys (8 
square and two rectangular ones; see 
photo on pg. 26) while the *'B suffix" only 
has 6 rectangular keys. Also the *'B suffix" 
controller chip has 24 pins, instead of 28. 
The "B suffix" is not available in Canada, 
making it difficult to evaluate the 
modifications required for compatibility'. 
Therefore, please advise your readers to 
use only the 61-2677A (A suffbc), 

Andre Theberge 
Quebec Canada 

Dear AC: 

"Enough is enough", I said as 
VideoScape 3D again refused to open up 
an overscanned \s^indow for my latest and 
greatest animation. ''Either I do something 
about this wretched program, or I buy 
Sculpt- Animate 4D Professional!" 

Well, my investment in Aegis 
Software for desktop video has passed the 
purchase price of my .\miga 500, so buying 
new animation sofr^'are is out of the 
question. That left me one option. 

Firsdy, let me explain my problem. 
My Amiga is a PAL chipped job (not 
surprisingly, as I live in Australia), and ever 
since I bought VS-3D, I have never been 
able to open an overscanned window, 
which is needed for animations destined 
for videotape. Photon Paint II can, as well 
as PhotoLab Paint. Why not VS? Who 



knows, but die 
problem appears 
to be diat tlie extra 
lines that PAL 
gives chews up 
memory on my 
poor litde 1MB of 
RAM. Solution? 
Kill the PAL 
software. How? 
Take a look at my 
commented 
Draco source 
code. Result? I still 
use VS-3D. 

If you use this 
source, note that 
you have to mo\^e a window once the 
program has run for die NTSC settings to 
take effect. You can't just do a 
MoveWindowO on die window that the 
program creates to locate die Workbench, 
or close and reopen the Workbench. I don't 
know why, it just is. This program also fixes 
another troublesome program, 
Deluxe Video 1.0. 1 still have to restria it to 



4574 Undo Vista 

Boise, ID 83704 

(208) 322-4958 



=J^ 



chip RAM, but by deleting the PAL screen 

extension, I get more of the chip RAM. 

If you blink widi the .w file below, 
your executable will be a tiny 580 bytes in 
length. 

I can't get die executable size down 
any further. Any hackers out diere who 
can: 

1) fix die program so the NTSC effect takes 
place at once? 

2) rewrite die diing in Assembler? 

Neil O'Rourke 

Tamwordi, Australia 
[code follows in box below/ 



All tetters are subject to editing. Questions 
or comments stiould be sent to: 

Amazing Computing 
P.O. Box 869 

Fall River, fA A 02722-9970 
Attn: Feedback 

Readers wt)ose ietters are published wilt 
receive five public domain disks FREE. 



£ include! exec/ 1 asks -g 

Cinclud«iexec/miscelianeous-g 

£ in elude : intuit ion /niscelianeous. 9 

£ include : intuit i on / screen . q 

£include : intuition/window , g 

£include:graphics/gfx.g 

£include : graphics/gf xbase . g 

■Window_t Window; 
•Screon_t wbscreen; 
*GfxBa3e_t gfxBase; 
^HewWindow^t nw; 

y**************************** **•*••»«*«**»» 

Thanks to Aegis for the agro to write this 

******************************************* 

proc main Ovoid: 



Makefile for MakeNTSC using Draco 
compiler; 



rrcs arlUi:dracart0.o^Hak«HTSC.r 

lib 

driiij : intuition . li&4<lriib texcc . lib+drlitt : griptiies . lib 

to KakeHTSC 

ssallccde 



*****int*lnnnt**ii*tmltli 



ict********* 



if OpenlntuitionLibrary {OJ —nil then /* Wot a pain! When WONT inLuition */ 
if DpenExecLibrary (0) -» nil then /* and exec be open??? •/ 

gfxBase := OpenCraphicsLibrary (0) ; /■ Find some interesting info ■/ 



/• Ha]ce a window, so we can locate the */ 
/* wa screen and data*/ 



fiNewWindow_t ( 

50,50, 

FREEPEN,FREEPEN, 

0, 

ACTIVATE I SMART_REFRESH , 
nil,nil,nil,nil,nil, 
0,0,0,0, 
WBE^3CHSCREEK) ; 

Window :« OpenWindow (nw) ; /* Open a Window */ 

CloseWindow (Window) ; /* and get rid of it */ 

wbscreen :■ Window* ,w_^WScreen; /* Found Itl */ 

Forbid {) ; /• Tell exec to go away for a bit •/ 

wbscreen • . sc_Heigh'E; :^ 200; /* how big we want W3 */ 
gf xBase" .gb_DisplayFlags :- NTSC* /* Tell Systeni -/ 
RewakeDisplay U ; /* and force the issue */ 

PerniitO; /' Done! ■/ 

CLoseGraphicsLibrary t) * 



CloseEKScLibrary () ; 
fi; 

CloseIntuitionLibr£iry ; 
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AGA 2000 



The flickerFixer' 



-':''- 'Jr-''" 



--f^^ , 






UNLOCK THE GRAPHICS POWER 
OF YOUR AMIGA 2000! 



flickerFixer is an advanced graphics adaptor 
that eliminates your Amiga 2000's interlace 
flicker and visible scan lines. The result: super- 
ior quality color or monochrome graphics and 
text — for such demanding applications as 
CAD/CAM, Desktop Presentation, Graphic 
Design, Animation, 3D Modeling, Video, and 
Word Processing. | 

flickerFixer upgrades the Amiga 2000 with a 
flicker free 4096 color palette, has an overscan 
mode that features a screen size of 704 x 470 
pixels and drives most of the popular PC 
Multiscan and VGA monitors, including the 
NEC Multisync and Mitsubishi XC1429C. 



Accolades include: Best of 1988 Award, 
Commodore Magazine (12/88); #t Reader's 
Choice Award, AMIGAWORLD (12/88); "The 
display is fantastic .., It is the best display we 
have ever seen on any computer system/' 
Amiga GURU (5/88) ; 



flickerFixerfAs into the Amiga video slot is fully 
compatible wXh all software, and does not 
modify the standard Amiga video signals. For 
more information or to order, call MicroWay 
Sales at (508) 746-7341 or your Amiga Dealer. 
Priced at $595, flickerFixer \s made in the USA 
and is FCC Class B approved. I^M^sii^fSS 



Micro Way. . , Respected throughout the industry for high quality engineering, service and technical support 



Wa^ 



World Leader in PC Numerics 



P.O. Box 79. Kingston, MA 02364 USA (508) 746-7341 

32 High St, Kingston-Upon-Thames, UK, 01-541-5466 

USA FAX 617-934-2414 Australia 02-439-8400 



nickerRxer.and MicroWay am trademarks of MicroWay. Inc. Amiga is a registered trademarti of Commodore. Multisync is a registered trademark of MEG. 
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MidiQuest 



Multi-Keyboard Librarian/Editor 

by Hal Belden 

HAVE YOU EVER WISHED FOR A VERY SPECIAL PIECE OF SOFTWARE TO COME 
along — and then be lucky enough to actually find iL^ You know, software that has all the 
features you have been looking for. Software that spares you the cost and aggravation of 
having to buy and then run four different packages to achieve vour goals. 

MidiQuest, from Sound Quest, is just such a package for me. On two disks, MidiQuest 
delivers 65 keyboard and effects librarians, 35 keyboard editors, a librarian driver creator, 
a voice file converter, a music database, a sequence player, and a MIDI event display. An 
optional keyboard voice editor template, to configure voice editors for keyboards and 
effects not yet addressed or still under development, is also available. 



LIBRARIES 

The librarian drivers, each configured to 
address communications betw^een your key- 
board and your Amiga, are on Disk Two. These 
are in a compressed format, so you have to 
install the ones you want to use before booting 
the program. An install utilit>^ is provided on 
the disk. Just tell it where you want the 
program to be (dhl:, dfl:, dhl:music/ 
MidiQuest, etc.), and which of the drivers you 
want installed- 




i^a^^" 



BditoT templates range from 1/8 to 2- 1/2 screens in size 



Drivers are listed as sets, a set for the 
Korg Ml, a set for the Roland GR-50, etc. Each 
set has specific drivers to address the specific 
data tlie keyboard can dump or load, such as 
a bank of voices, a single voice, a combination 
multi-bank or voice, or an effect setup. 

When you boot the program, it auto- 
matically loads all those drivers you installed 
and displays a list of them in a window on 
screen.You are able to scroll through the list 
and click on a selection, then on "edit'\ Misk", 
or "dbase'' gadgets to direct the data you 
retrie\^e from your keyboard. When you do 
click on one of claese gadgets, a small window 
comes up witli a flickering gauge indicating 
that it is ready to accept the data. Click on the 
gadget labeled "finish", and tlie data is sent to 
the indicated destination: disk, database, or di- 
rectly to an edit screen. This data can be named 
and retrieved from disk at any time; or, it can 
be sent to the editor or downloaded to the key- 
board at any time. 

I have been told that there are more 
drivers in die works w^hich will be made avail- 
able to owners through a BBS. You can also 
create your own new drivers by using die 
supplied driver editor. This is a capability that 
will likely require some study to implement. 
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The manual gives extensive coverage to it and 
recommends that you load in some existing 
drivers to study tlieir construction. Do NOT test 
tiiese with valuable data. Use only backed-up 
data. 

VOICEEDITORS 

The editor templates are also found on 
Disk Two- As in tiie case of tlie drivers, tliese 
have to be installed. This is done at tlie same 
time you install tlie drivers. Some of these can 
be very large files, so if you are not using a hard 
drive you have to be careful what you install on 
a disk. 

Also like die drivers, tlie templates are set 
up to edit specific data types: single voices, 
voice banks (you can edit banks and generate 
random voices), drum assignments, and what- 
ever else the specific hardware you are access- 
ing supports. The results can be saved, 
dumped to die keyboard, or installed in a da- 
tabase. 

Each template is an extensive graphic 
and numeric editing window comprised of 
information which can occupy as litde as a 
eighth of a screen, to as much as 2-1/2 screens 
(in hi-res lace mode). In tlie latter case, you 
must scroll around the screen witii slide gadg- 
ets (provided) to see die entire set of parame- 
ters. And yes, the envelopes are displayed 
graphically and can be dragged around by 
grabbing them and sliding the mouse. As you 
slide the mouse, tlie corresponding numeric 
values scroll around, indicating the current po- 
sition of the envelope. You can alternately 
click directly on a numeric value and change it 
by sliding tlie mouse around. 

There are more templates in the works as 
well- If you are experienced as a MIDI pro- 
grammer, you may want to invest in the 
optional template editor (about $100.00) to 
create your own templates for any iMlDI-ca- 
pable device. This is a graphic editor which lets 
you: draw boxes and define their contents with 
MIDI values, create envelopes graphically, and 
define colors for your templates. 

If you are not experienced in its usage, 
however, this editor is definitely NOT recom- 
mended. Wait for someone else to create that 
template for you. Sound Quest is, in fact, 
actively seeking suggestions from users as to 
which new templates should be created. 

DATABASES 

Databases accept voice, bank, sequence, 
configuration, or just about any MIDI data, 



storing it as files which can then be saved or 
downloaded as a group. Files can be swapped 
between databases by simply dragging diem 
witli the mouse. When you need to download 
a configuration to a group of MIDI devices, just 
load it from disk and send it out through MIDI. 
You should be able to configure an entire 
keyboard setup widi one download command. 

SEQUENCES 

Standard MIDI file sequences may be 
loaded and played on demand from within this 
program. The buffer can store up to 1 6 differ- 
ent sequence files (limited by available RAM). 
You can adjust tempo and looping, but nothing 
else. This is a dedicated sequence player, only. 
You CAS play a sequence w-hile editing a 
voice, though. The sequences themseK^es will 
have to be created on some other sofhv^are. 

Also available with this software is a 
MIDI monitor. This displays MIDI activity on a 
graph; or, you can toggle the display to show 
actual MIDI HEX data in real time. There is also 
a SYS-EX data window to display the HEX data 
from an established file. 

An item I didn't find was the file con- 
verter. A file convenerwindow does open, but, 
the actual conversion tools were not on my 
disk. ApparenUy tliese w^ere not ready yet, but 
are expected soon (probably by the time you 
read this). These will allow you to convert 
voice files created by software developers 
odier than Sound Quest for use in MidiQuest. 
You can even create your ow^n conversion 
macros, but once again, you should know 
what you are doing to attempt this. 

AND IN CONCLUSION . , . 

This is one of those pieces of software 
that makes you wonder why it wasn't done diis 
way before. I ran into no bugs while playing 
with it, and had only one, unreproducible 
crash. The manual is well fairly thorough and 
well-organized (unlike previous Sound Quest 
efforts). I see no reason to buy an individual 
voice editor/librarian anymore. 

•AC- 

MfdiQuBst 

Sound Quest 
1573 Egfington Ave. W. Sfe. 200 
Toronto. Canada M6E2G9 
(416)256-0466 
(800) 3&7'8720 
Price: $250,00 
inquiry #204 
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100,000 Satisfied Customers 

NOW EVEN LOWER PRICES!!! 



MEMORY 



M5t)l A5()() 
Starboard 1MB 
Siarboard 2MB 
8-UP wiih 2MB 
8-UP wiih 4MB 
8-UP with 6MB 
8-UP with 8MB 



79.95 
289.95 
399.95 
289.95 
449.95 
599.95 
749.95 



System Packages 

We customize AMIGA 2()0() and 
AMIGA 3000 desktop video 
systems lo meet your individual 
needs. Call and talk to one of our 

system specialists to get the best 
price fur \nur requirements. 





HARD DRIVES | 


GVP Hardcard /() 


159.95 


GVP A2(){)()-2/() 


179.95 


GVP A2000-8/0 


199.95 


Hard Frame 


219.95 


Hardcard 4()IV1B 


499.95 


Hardcard 80MB 


699.95 


Hardcard 105MB 


799.95 


Quantum Pro 40 


379.95 


Quantum Pro 80 


649.95 


Qunatum Pro 105 


699.95 


Supra 105/ 1000 


1099.95 


Supra 105/500 


999.95 


Supra 40/1000 


683.95 


Supra 40/500 


599.95 


Supra 80/1000 


949.95 


Supra 80/500 


875.95 


Supra Wordsync 


169.95 





tM y)\\ni\ PKtnnt imm 


28MH/6S030 
28 MH/ 68882 


33 MHz 68030 
33 MHz 68882 


with 4 MB of 

32 bit memory 

1949.95 


vtWh 4 MB of 

32 bit memory 

2549.95 


with 40 MB hard drive 
2399.95 


with 40 MB hard drive 
2899.95 


with 80 MB hard drive 
2699.95 


with 80 MB hard dnve 
3199.95 



VIDEO 




Flicker Fixer 


469.95 


Framehuffer with 1MB 


749.95 


Magni 4()()4S 




with remote 


1629.95 


MiniGen 


189.95 


Panasonic 1410 


209.95 


Panasonic 1500 


299.95 


Panasonic Vari-Lens 


39.95 ; 


Polaroid Freezeframe 


1599.95 


ProGen 


349.95 


Sharp JX- 1 00 


749.95 


SuperGen 


669.95 


SuperGen 2000 


1699.95 



SOFTWARE 1 


Deluxe Paint III 


89.95 


Dig! Paint 


64.95 


Digi View 4.0 


129.95 i 


Digi Works 3D 


79.95 


Diskmanager MAC 


79.95 


Homebuildcr's CAD 


119.95 


Lattice +-+- 


249,95 


Page stream 2.0 


179.95 


Prowrite 3.0 


99.95 


Saxon Publisher 


249.95 


SoundScape Pro MIDI 


109.95 


Turbo Silver 


109.95 


CALL FOR UNLLSTED TITLES I 



FDATA-10 FDATA-20 HP PAINTJET 

99.95 239.95 1099.95 

Government and School Purchase Orders Accepted, 



in InterComputing, Inc. 1-800-622-9177 

W ^HB 2100 N Hwy 360, Suite 2101, Dallas, TX 75050-1015 Customer Service: 214-988-3500 



InterComputing Deutschland Inc, 

Schdnbecker Sir. 55-57 Telefon: 0202/89 1 55 

5600 Wupperiai-2 Telefon: 0202/89304 



InterComputing France 

34. Avenue des Champs Elysees Phone: ( 1 ) 4282 1 603 

75008 Paris FAX: ( 1 ) 42806649 



As always wv have the most vusumm friendh' terms: SIH $4.95 in com. USA: $30.00 min. order : MASTERCARD & VISA with NO credit 
card fee: in Te,\as add 7% Sales Tax. $r2.00 shippinji to AFO/FPO addresses. RM Aft required on all returns. Att prices subject to change. 



^ 
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M6PPINQ THE fiMIQfi 



book review by Joe Graf 



MAPPING THE AMIGA, ONE OF THE NEWEST ADDITIONS TO THE EVER- 
growing Amiga programmers reference library, is written by Rhett Anderson and 
Randy Thompson. Both Randy and Rliett are Associate Editors of Amiga Resource 
magazine. Riiett Anderson is also tlie creator of the Slided Hold-And-Modify video 
mode (SHAM for short). The two together have created a 446-page reference book 
for the C, Assembly, or Modula-2 programmer. 



FUNCTION CALLS 

The book is not like every otlier 
Amiga reference book on the market. Most 
of the available books group function calls 
into sections (e.g., AllocMem is found in a 
chapter on Exec), but Mapping 77je Amiga 
approaches things a little differently. In- 
stead of sectioned function calls, where 
you have to know in which library a par- 
ticular function is located, the authors 
chose to lump all the functions from all 
libraries into one chapter. This allows for 
alpiiabetical access as a whole, rather than 
searching through section after section 
trying to find the correct library. 

Each function call entr^^ has the same 
format throughout the chapter. The entry 
giv^es a brief description of the function, 
shows which libraiy it is located in, and 
gives you tiie offset from the library*s base 
(for Assembly). A function call entry also 
includes the arguments to be passed, their 
description, and the result of the function. 
The organization is logical and concise, 
although descriptions are, at times, a little 
too brief. The chapter even contains infor- 
mation on the clist. library, which I had not 
seen documented in any book until now. 

shructores 

The second chapter is composed of 
every staictxire found in everv header file in 
your include director)^ Ever>^ stmcture is 



laid out alphabetically in the same manner 
as tlie library functions. Each entry contains 
a weal til of information on the individual 
staicture, such as where it is found, which 
functions use it, its size in bytes, and how 
it is labeled. Probably the best feature of 
diis section is the b>i:e-count column. If you 
need to access the y- velocity of an .^nimOb 
from Assembly, you just turn to the Aiil- 
mOb stmcture, look down the lists of items 
in the stmcture, and you will see that YVel 
is 20 byiQs aw*ay from die base of the struc- 
ture. I have found this to be indispensable 
while working in Assembly. That doesn't 
mean tliat tliis section is only handy for 
Assembly langiiage programmers. This 
could be valuable co someone who has 
forgotten a section of a stmcture or is just 
learning what each structure contains. 

HARDWARE REGIS77ERS 

The third and final chapter (fivG ap- 
pendices follow) contains a description of 
every hardware address on tlie Amiga. This 
section is so thorough it even contains reg- 
isters not currently being used. Each regis- 
ter ento^ contains the abbreviated name, 
real name, hex location, status, chip loca- 
tion, and the register's use. The chapter 
provides valuable information and expla- 
nations about the blitter registers and their 
use. Mintenms and octant calculations are 
also thoroughly explained. 



One of the nicest feaaires oL\ fappiug 
is tlie way each section is laid out. The 
Copper Registers (SDFF080 - SDFFOSC) are 
first explained generally and then, in- 
depth, on an individual basis. This allows 
for a full understanding of what the Copper 
does and how it works before going into 
tlie register-specific information. This 
method, which is consistent throughout the 
chapter, gives die reader a solid base be- 
fore discussing tlie harder-to-understand 
information, making this book irreplace- 
able to the beginning Assembly language 
programmer, wiio wishes to "hit the hard- 
ware". 

IS THIS BOOK FOR YOU? 

XX^hethcr tliis book is a 'must buy* for 
you depends on what you need. If you are 
a begimier and would like to leam from 
examples diis is not the book for you. 
Mapping does not contain enough ex- 
amples, and tlie examples that were in- 
cluded didn't work tlie first time with Aztec 
C, altliough tliey did eventually work with- 
out too much modification. If you are a be- 
ginner, and ^^ould like to program the 
hardware, have a full list of the library 
functions, or a complete list of structure 
definitions, dien Mapping will be one of 
your most used. Experienced programmers 
will find the book a good source of refer- 
ence material, with information arranged in 
an easy-to-locate, logical fashion. On the 
whole, Mapping T}:>e Amiga would be a 
great addition to any programmer's library. 

•AC' 

Mapping The Amiga 

Compute! Pubiicotions 

324 W. WenaoverAve.. Ste. 200 

OreensbOfO. NC 27408 

(919) 275-9809 

Price: S22.9S 

inquiry *207 
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COMPILED BY ELIZABETH G. FEDORZYN 
AND GREG YOUNG 



ART DEPT. TO EXPAND 

ASDG, Incorporated has 

further enhanced the capabilities 
of its recently released color 
image processing software sys- 
tem, Tfje Art Department, with 
the introduction of tv^^o new file 
loader modules for converting 
Xnr and PCX images into 
Amiga-readable formats. 

Additionally, ASDG has 
asked all manufacturers of com- 
puter image file formats through- 
out tlie entire personal computer 
industry' to submit their image file 
specifications, along with sample 
images, to ASDG's sales and de- 
velopment office in Madison, 
^'isconsin. ASDG eventually 
plans to support nearly ever\^ 
image file format currently used 
with IBM PC-compatible, Apple 
Macintosh, NeXT, FJXAR and 
Atari ST computers. 

Both of the new file loaders 
import images generated on PC- 
compatible computers; the TIFF 
loader also gives Amiga users 
access to images created on the 
Macintosh, NeXT and PIXAK 
hardware platforms. The TIFF 
loader also features the abilitiy to 
read files stored in Group III Fax 
format. 



The Art Department IS a full- 
featured modular image fde- 
loading interface and 8- and 24- 
bit color image processing sys- 
tem used by graphic and video 
artists who work witli .\miga 3-D 
modelling software. Implement- 
ing the fastest image rendering 
and conversion [echnolog\^ pres- 
ently available on tlie Amiga, it 
comes equipped with a DigiView 
21 -bit loader and a Super-IFF 
loader supporting any format 
image up to 24 bitplanes. 

The introduction of tlie TIFF 
and PCX file format loaders 
brings to an impressive eight the 
number of additional optional 
loaders available. 

TIFF module: $39.95, PCX 
module: S49.95, ASDG, Inc., 925 
Stetmrt Street, Madison, WI 
53713. (608) 273-6585^ Inquiry 
#217 



SKY'S THE Uf<^lT 

Take to the wild blue yonder 
til is summer with Accolade's 
Strike Aces: International 
Bombing Competition, a mili- 
tary flight simulation based on an 
extraordinary real-life operation 
that brought together the world's 
most powerful attack aircraft 
from each of the NATO and 
WARSAW pact nations for a 
bombing competition held over 
die skies of North and South 
Dakota inl984. 



Strike Aces becomes the first 
flight simulation package to put 
Amiga owners in the cockpit of tlie 
elusive Russian MIG-27 Fiogger-D, 
in addition to five other aircraft, 
Each of these six aircraft can be 
pOoted against seven other com- 
puter-flown interceptor fighters in 
one of l6 predesigned missions (of 
course you can design your own, 
with the "Mission Design" fea- 
ture!)* 

Each fighter has been de- 
signed with 3-D polygon technol- 
ogy* and possesses handling char- 
acteristics reflective of their actual 
performance. Multiple views from 
outside of the aircraft (including a 
special satellite shot) provide a 
variety of perspectives on each 
mission in progress, and an exter- 
nal control system lets you view 
the aircraft itself from any axis. 

Each mission is progressively 
more detailed and more challeng- 
ing than the last, and your choice 
of aircraft plays a major role in suc- 
cess or failure in each of tlie mis- 
sions you select or design. Each 
simulated mission ends with issu- 
ance of a mission repon that evalu- 
ates your performance. 

Accolade has also announced 
a new summer promotion which 
gives consumers the opportunity 
to mail order a second software 
title for just $5, after purchase of 
one Accolade package at regular 
price ($20,00 or more). 

Ten best-selling tides^ — ^regu- 
larly priced from $14.95 to 
$39.95 — are included in this ""Hot 
Fun In The Summer Sale". They 
include Test Drive, Hardball/, 4th 
& Inches, Grand Prix Circuit and 
Mini-Putt. The promotion is good 
on all purchases of Accolade soft- 
ware througli October 1, 1990. 

Strike Aces: International 
Bombing Competition, price: 
$49.95, Accolade, 550 South 
Winchester Boulevard, Suite 200, 
San Jose, CA 95128, (408) 985- 
1 700. Inquiry ^218 



14 Amazing Computing V5-8 ©1990 



BE A MODELLER, 

OR JUST LOOK LIKE ONE 

Now available in fine 
stores everyrvhere, it's the 
much-touted 3-0 Profes- 
sional, a three-dimensional 
modelling, rendering, and ani- 
mation system from Progres- 
sive Peripherals & SoftTvare. 

The package gives you the 
power to create tliree-dimen- 
sional objects, backgrounds, 
and text, and then wliip tliem 
into motion widi the program's 
animation creation facilities. 
Included in tlie program is 
"Animation Station", a story- 
board, op-code 5 ANIM editor 
for editing, manipulating, and 
creating special effects and 
stereo sound for single or 
multiple animation frames. 
Animations may be controlled 
manually or automatically us- 
ing scripts of key frames, witli 
the ARexx-compatible script 
language providing more pre- 
cise control of objects and ani- 
mations. 

Rotation, scaling, merging, 
and mirroring are just some of 
the object manipulation tools 
available- 3D P7vfession£il's 
surface and rendering 
capabilities feature full surface 
texture control such as marble, 
wood, and ripple. Up to ninety- 
nine light sources of varying 
types, intensities, and direction 
are available for tliat true 
net^'ork look. A variety of 
object file formats, 
including Sculpt 3-^^ 
Turbo Silver, and 
VideoScape 3-D, may 
be loaded into the 
program. Supported 
display modes include 
X-Specs, RGB files, 
PostScript, and IFF and 
single-frame output to 
VTRs. 

The 5D Profes- 
sional package in- 
cludes 6 (count 'em — 
6) disks, 3 tutorial and 



PRmVASA POSTCARD 

If your vacation budget is a 
bit limited this summer — have 
we got the perfect package for 
you! You'll be treated to an 
endless number of breathtak- 
ing landscape perspectives in 
such faraway places as 
Yosemite National Park, Mt. St. 
Helens, Crater Lake National 
Park, and Olympus Mons, 
Mars! 

Yes, all of the above can be 
yours this summer (even 
though the entire Shuttle fleet 
is presently grounded), for less 
thanSlOO! 

Virtual Reality Laborato- 
ries* Inc. of California makes it 
possible with Vista, wliich 
they proclaim to be "the most 
powerful and advanced reality 
simulation software available 
for personal computing!" 

Vista is more dian a collec- 
tion of pictures because the 
user has full control of camera 
position, bank, heading and 
pitch through an easy point- 



reference manuals, as well as a 
2-hour instructional VHS vide- 
otape. A minimum one mega- 
byte of memor}^ is required. 

3D Professional, price: 
$499 S5, Progressive Peripher- 
als & Software, 464 Kalamaib 
Street, Denver, CO 80204, 
(303) 893-6938. Inquiry ^215 



RiNGlNG mUE: IMAGE PRODUCBD WITH 3D 
PROfESSlONAL 




and-click interface based 
upon a camera/target model. 
The "camera'' can be placed at 
any location withm the "virtual 
reality" landscape being 
viewed. These landscapes are 
not limited to actual points in 
tlie universe as we know it, 
either, as Vista also has 4 bil- 
lion imaginary fractal land- 
scapes to explore. 

A fast true perspective 3-D 
projection engine, Phong 
shading, shadows and up to 
130,000 polygons per land- 
scape add to the realism. The 
user is able to control haze^ 
tree/snow lines, position of 
the sun, color palette, and 




camera angles, as well as die 
creation of rivers and lakes 
and an erosion function that 
can be used to "smooth" land- 
scapes. Each landscape pro- 
duces unique sounds as it is 
being drawn. 

Vista internally draws in 
32,000 colors and displays in 
the 4096-color HAM mode. 
The program saves images as 
standard IFF files, and com- 
plete landscapes as Turbo Sil- 
verTM object files. Suppon for 
640 X 400 X l6-million-color 
frame buffers, and animations, 
is available. 

Coming soon are expan- 
sion disks for undersea explo- 
ration, as well as additional 
sites for furdier geological ex- 
ploration on Eartli and the 
solar system at large. 

Vista, price: $99-95, Vir- 
tual Reality Laboratones, Inc., 
2341 GanadorCourt, San Luis 
Obispo, CA 93401, (805)545- 
8515. InquiTy ^216 



SCENIC 

BEAUTY, 
COMPUMENTS 
Of VISTA 
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The entire Amazing Computing library is now available at Incredible savings of over wU /o! 
AC Volunne 1 is now available for just $ 1 9-95*! 

(A regular S45.00 value, this first year of AC includes 9 info-packed issues.) 

AC Volumes 2, 3. & 4 can be yours for just$29.95* eOCh! 

(Volumes 2, 3, 8t 4 include 12 issues each end regularly sell for $60,00 per volume set.) 




And subscribers can now purchase freely redistributable disks** at distribution prices, so stock up! 
This offer includes all Fred Fish, AMICUS, and AC disks. Pricing for subscribers is as follows; 

1 to 9 disks: $6.00 each 

10 to 49 disks: $5.00 each 

50 to 99 disks: $4.00 each 

100 disks or more: $3.00 each 

(Disks ore $7.00 each for non-subscribers.) 



To order volume sets, freely redistributable disks, as well as single Issues, use your Visa or MasterCard and 



call 1 -800-345-3360. 

Or just fill out the order form insert in this issue. 



'Postage & hondiing for each volume is S4,00 in the US, S7.50 for 5uffoce in Canada and Mexico, and SI 0.00 for aU other foreign surface. 

"AC worronties oil disl« for 90 days. No additional charge for postage on6 hondiing on disk orders. AC issues Mr. Fred Rsh a royoitv on oil disk soles to encourge the leading Amiga 

program anthologist to continue his outstorxJIng work. 



FREB FALUN' 

You tliought you had 
recovered. You thought you 
could walk down the street 
without the constant fear that 
sometime, somewhere, a big 
yellow rectangle was going to 
come hurling of out of nowhere 
and do you in. Well, prepare 
yourself for anotlier round of 
you against the shapes, because 
Spectrum Holobyte has 
released WeUiris, the second 
program from Soviet game 
designer Alexey Pajitov, creator 
of the very popular, and 
addictive, 7bM5. 

In this sequel to Tetns, the 
basic objective is again to ma- 
nipulate various configurations 
of squares that fall randomly, 
one at a time, from the top of tlie 
playing area, making solid rows 



of shapes, witli the rows clearing 
as they fill In Weiltris, the player 
has the perspective of looking 
down into a four-sided well with 
grid-like wails and bottom. As 
the pieces fall, they may be ma- 
nipulated by being rotated and/ 
or moved from wall to wall. 

The game pro%'ides three 
levels of difficulty and five levels 
of speed to challenge anyone, 
from those with rock steady 
nerves to players who break out 
in a sweat at the sight of that first 
insidious failing block, Welltris 
also features tlie ability to split 
pieces at the comers, and chal- 
lenges the player even more with 
bonus pieces of outrageous 
shapes. 

Welltris requires a mini- 
mum 512K memory, with 1MB 
required for sound. 




Welltris, price: $34,95, 
Spectrum HoloByte, 2061 
Challenger Drive, Alameda, CA 
94501, (415) 522-3584 Jnquiry 
^212 



Fills, CHillS, & THRlllS 

JEK Graphics has made 
tlieir entry into die Amiga market 
with the release their first 
product, Pro Fills, a library of 
over 100 professional-quality, 
full-color patterns and textures, 
tliat lets you bring a big dose of 
variety to your video and desk- 
top presentations. 

ProFills features a wide se- 
lection of l6-color palettes, with 
each palette having a 6-color 
range defined for easy drop 
shadowing and highlights. Pat- 
terns and textures can be used 
separately, or you can mix *n' 
match to make thousands of pat- 
tern/texture variations. The pro- 
gram includes patterns for both 



high resolution (640 x 400), and 
interlace resolution (320 x 400). 

DeluxeVideo HI, KARA 
Fonts, TV*Text Professional, and 
PageStream are just some of the 
packages with which Pro Fills is 
compatible. 

Pro Fills is available only 
directly from JEK Graphics. 

Pro Fills, price: $29-95 JEK 
Graphics, 12103 S. Brookhurst, 
Ste, E-125, Garden Grove, CA 
92642-3065. (714) 530-7603- 
Inquiry ^214 

WRITING IN TONGUES 

Now from New Horizons, 

it's the ability to appear brilliant 
in several different languages. 
The makers of the popular 



graphic word processor 
ProWrite have made available 
three new dictionaries for use 
with the ProWrite pzck2igc. 

Available in German, 
French, and Swedish, these are 
complete spelling dictionaries, 
with tlie German version con- 
taining 85,000 words, the French 
version containing 130,000 
words, and the Swedish version 
containing 150,000 words. 

The dictionaries are $35.00 
each and are available only 
direcdy from New Horizons 
Sofh\^are. 

New Horizons Software, 
Inc, P.O. Box 43167, Austin, TK 
78745, (512)328-6650, Inquiry 
#213 'AC' 



Other Prodite 
Received I 



Operation COM^BAT 

Merit Software 

13635 Gamma Road 

Dallas. TX 75244 

(214) 365-2353 

Inquiry #209 



Scene Generator 

Price: $49.00 
Natural Graphics 

PC. Box 1963 

Rocklln. CA 95677 

(916)624-1436 

inquiry #210 



Thinker, version 2.1 

Price: $80.00 

Poor Person Software 

372 1 Starr King Circle 

Palo Alto. CA 94306 

(415)493-7234 

Inquiry #211 
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Eschalon Develpoment's 



Title Page 

An All-In-One Title Creation Program 



by Frank McMahon 



THERE HAS NEVER BEEN A SHORTAGE OF AMIGA TTTUNG PROGRAMS ON THE MARKET. IN FACT, MOST OF 
the programs have been through at least one major update or have been released in a new improved version in the past 

several years. One problem that some of the titling programs face is that they end up being very close-ended. Sure, most 
aUow you to use your own IFF backgrounds, and some let you use any fonts, but a good titling program should be very 
user-controllable. As the user's needs change or grow, the program should expand as well. 



For anyone familiar witli title programs, the basic 
idea is to quickly create a detailed background, and then 
overlay and adjust your titles on top. 

The latest titling program on the scene is Eschalon 
Development's "Title Page". Its main objective is to create 
stunning title pages quickly and easily. But like any good 
program, beneath its user- friendly interface lies powerful 
features and special effects tliat, with a litde 
experimentation, go a long way- 
Title Page manages to pack in numerous features 
that allow the user full control over every aspect of the 
process. Everything from a built-in slide show with 
dozens of wipes to the ability^ to edit special font effects, 
to full control over screen preferences, including a special 
mode that allows hundreds of colors on a standard Amiga 
hi-res screen! 
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POWBRTOOLS 

One unique feature is the ability to manipulate 
brushes to form background screens. Brushes can be 
created from widi-in the program, in a separate paint 
program, or chosen from the many built-in brushes that 
come with the program. Various bnishes ±at come with 
the program include standard textures such as tile and 
granite, as well as new-wave designs and a full ''Animal" 
draw (which may not be practical for professional 
situations, but sure is a lot of funl). All brushes can be 
skewed to various degrees and resized to suit. 

The brushes can be automatically stamped in a 
wallpaper or tile layout with adjustable spacing. You can 
also extrude the brush and add a shadow if needed. Full 
lighting control allows you to cast a shadow in any 
direction. Remap is also available if the brush loaded in 
does not match your currenUy-selected palette. If you 
decide not to use a pre-made brush, it's easy to create your 
own. Basic drawing commands are available that include 
line drawing, ellipses, and parallelograms. Various colors 
and sizes are chosen easily with the mouse. You can also 
do bitmapped drawing with the Pattern Editor, which we'll 
get to in a bit. 

A "draw grid" mode is available, too. Creating the 
background is very easy, and can be done in seconds. Of 
course, an alternate choice is to simply load in your own 
IFF background. All resolutions and bitplanes (except 
HAM mode) are supported, including "Video" (severe 
overscan), and I find that most pictures load in with no 
problem. Various cut-and-paste commands let you cut and 
arrange any element of your background screen. 
Thankfully, there is an "undo" feature that lets you 
experiment with a great deal of freedom. The imdo feature 
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also has a setting that lets you use "chip RAM*' or "any 
RAM'* for your undo buffer. Using chip RAM is certainly 
faster, but takes up precious graphic memory, especially 
if you lack tiie Fat Agnus chip. 

If you don't have a set background in mind, you can 
enter the "Pattern Editor" section. As with brushes, tliere 
are several directories of pre -made patterns to choose 
from. 

Creating your own is just as easy as selecting a color 
and drawing in the l6 x 16 pixel edit box. Once you have 
created a pattern, you can bring it into the main screen 
and choose "pattern fill" to fill tlie screen. Control of the 
colors used to create brushes or patterns is done in tlie "set 
palette" screen. One complaint 1 have witli some title 
programs is the lack of color control. Not so with Title 
Page. In addition to the usual RGB and HSV sliders, there 
are commands which let you control spread, swap, copy, 
and fade. There is also a button which brings up an entire 
4096-color palette on screen, making color selection as 
easy as clicking with tlie mouse. 

BRING UP THE FONTS 

After the background has been set, the next step is 
to decide what font should be used. Thineen different 
fonts come with the program, and all can be set in a wide 
range of sizes, from small to huge. The "Colorfonts". in 
particular, are pretty impressive. Any type of font should 
work, and it's very easy to redirect the program to find 
your own disk of fonts. The font requester looks similar 
to tlie now-standard setup used in most Amiga programs: 
a line to t\'pe in your font patli ^^hen you wish to redirect, 
a scrolling director)^ which names all the fonts available, 
options like "Bold", "Italic", and ''Underline", and a 
sample box that not only shows you what tlie font itself 
looks iike^ but also lets you type in a tide for a preview 
of what THAT will look like. There is also a feature in the 
font requester that should be a standard in all tide 
programs: "spacing". As the name implies, tliis option lets 
you set spaces (from 1-99 spaces) bem^een each letter in 
a title. This is a ver>^ helpRU feature that goes a LONG way 
in creating the nght tide size. 

Once the text is t^ped in it is automatically rendered 
using whatever options you have previously selected in 
the "set preferences". Five different types of justification 
are available, as well as color options to select the 
foreground, outline, and shadow hues. Shadows include 
cast, drop, and U'ansparent. Font outlines can be square, 
rounded, or even anti-alias. Length of extaide, outline 
diickness, and depth of shadow are all easily changed. 
Eight different light sources are available. The preferences 
also allow you to automatically program the tide's colors. 
Settings can be changed and added onto an existing tide 
repeatedly for some interesting effects. 

SPECIAL EFFECTS, EXTRAS, AND HUNDREDS OF 
COLORS IN HI-RES 

No all-in-one title program is without a host of 
special effects, and Tide Page is no different. There are 



effects for fonts as well as for brushes. Among the possible 
special effects are: embossed, circle, litdecross, glow, 
double oudine, punch, midglow, and more. Effects are 
previewed in an "Effects Editor", and once again, all 
effects can be worked on with options to change the 
color, thickness, position, center, and offset, allowing you 
to build a library of your own effects. Patterns that you 
have created can also be ''effected", and even used as 
textures for the font face! 

In addition to effects, Tide Page comes with many 
odier added features, one being the "EXT standard". This 
allows external programs to be created and added into the 
program. This is similar to ARexx (which Tide Page also 
fully supports) in that new feamres and programs within 
die program can be added by the user or the company. 
This standard also permits some neat hardware tricks, 
including the ability to let you design (via die '*DList 
Editor") custom colors on each scan line of the Amiga *s 
display, allowing hundreds of colors in hi-res! 

With the "EXT standard", ARexx support, and 
multiaides of macros that can be easily programmed, this 
has to be one of the most open-ended Amiga graphics 
programs ever. It even includes source code in "C" and 
"Modula-2". Programmers can send their creations into 
Eschalon Development for possible inclusion into future 
updates of Tide Page. Technical support is always a 
phone call away if you mn into any programming 
problems. 

An added bonus is a separate group of programs — 
a font handling program, a text viewer, a picture viewer, 
a script maker, and a script player. When I tried (what I 
considered to be) these ''throw-away'' programs, I was 
amazed to find that some of these extras could certainly 
be sold as separate programs themselvesf The most 
impressive of die lot are the "Title Page Play" and 'Title 
Page Make'' programs, which let you create your own 
slideshows. Options include wait, ARexx commands, 
cycle, random, blend on or off, loop, and more. 

Among a very generous selection of 45 different 
transitions are spiral, dice, hexsweep, Xes, moving 
window, rain, monolitli, cloverleaf, and twoclock, plus 
some wipes and shades. My favorite option is to select 
"Random", which runs through your slideshow and 
randomly picks out an effect for each transition. I know 
we've all seen enough slideshow programs, but tiiere is 
something incredibly easy and user-friendly about this 
one, and it ceitainly comes in very handy when creating 
a tide sequence. 

FIRST-CLASS ACT 

That's how I describe Tide Page and it*s wealth of 
features and added programs. So many other tide 
programs make you run through 20 steps to accomplish 
something basic, or restrict you to preset resolutions and 
fonts. It is truly refreshing to see a program that offers so 
many options while still being user friendly. You can 
make titles as simple as you want, and yet have the power 
to create some stunning works of art. It's also nice to be 
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Let ACDA Open Your Real World Window ! 

Scientific and Engineering Products for Your Amigiisl 



PROTO-40K 




Pr()tr>-I0K is (he Um and tvnly fully fcatureU daia'acquLiititvn anU prtsccss-t'oninjl 
expansion card for the AtiiiKa 20<J0, "llnu J*mif>-iOK features a 1 6 channel 1 2- bit 
niuliipk-xcii analog-itj-dijfital convener, iwo 8-l>i( dii^iiaUttj-aralog converters, a > 
channel programmable Unx-'base, 16 digital inputs and 16 digital ouiputs. Proto-fOK 
also features a highly stable insirunK-ntation amplifier with programmable gain, 
multiple triggering sources, anil on-lx)ard digiul waveform generation. Data acquisi- 
tion and process control projects arc a .sn:ip to develop with the Proto-'iOK Data 
Accfuijiiiion System (DAS) software and *C" source code. Sample application proi^rarns 
and ,suufce are included for each of the I'roto-IOK flindions. Now sold in various! 
cusKHii component conngumtions. lUiy only the functions you need. Oil for new 
lower pricing. 




Amiga GPIB 




Amiga_GPl[J is a Genera! 
Purpose Interface llus C;ird 
for the Amiga 20O0. "Ihis 
half-length expansion card 
[XTforms all the Talker, Lis- 
tener, and Controller func- 
tions of the CPU J (Jl-KI:- 
'iS8} protoctjl. One Amiga 
can control up to \A GPIB 
devices. Includes Comniand 
runaion IJbrar^' (ACDA 
GPIU Cn.), test application 
progra rn a nd 'C sou f cc code 
driver. 5195.00 



DigiScope 

OigiScope is a digital storage oscilloscope emu later 
that works with ACDA's Proto-5K, Proto-tOK or 
other para l!e]-]Xjrt digili?.ers. DigiScope has 16 inde- 
pendent waveform buffers, a digital signal pri>cess- 
ing (DSP) package, a Past l-ourier Tnmsftjrm Cl-ri*) 
package and a nitering package. DigiScope has 
extensive waveform scrolling functions that work in 
a resizeable scope window in high or low screen 
resolution. DigiScope offers a complete set of archi- 
val functions and the standard complement of signal 
statistics. DigiScope also features an extensive digi- 
tal waveform generator package- S 139.95 



Shinko & Mitsubishi Preferences 
1.3 Printer Drivers 

We offer a com pi etc line of thermal color printer 
driven? for the Mitsubishi and Shinko A&lJ si/.e color 
printers. *11iey arc 100% Amiga Prcfcrencc-s 1 .3 driv- 
ers. SI 33.00 



AinigaView^ 2.0 

Amiga View is an nhiect-oriented, C language, Intui- 
ti(jn ffont-end interface lihrar>' that prcjvttles over 
KKJ easy-t(Mise routines and macros. Our package 
fearures WINDOWS, SCR I- I'iNS, Ml-NLS, PI-QUUST- 
l-KS, GADGiri:S Ot'" ALL 'lYPLS (including auto- 
iTiatic mu:ual exclusion), liriMAPS, AM. IMACUIKV, 
Jl'l", ri:X"i', and much more. 'Diis standari/ed and 
consistent Intuition/Gr^phles interfacX' greatly re- 
duces programming time and code space for prt ifes- 
sional applications deveUjpnient Amiga View works 
with both MANX and lAI'nCi:. See Amiga World 
(Sepi./Oct. 19S7, p.28) for review. 579.95 



iViiiiga_FFT C Package 

The Aniiga_Pll'C Package Provides all the 
source you need to perform detailed fre- 
quency* analysis utilizing a complete set of 
Fast Pourter Transform (FFO routines, 'Hie 
package includes C source for derivation of 
the Power-Spcctnjm, Phase-Amplitude 
Spectrum, Inverse PtT, several window 
funaions and user interface functions. 
S 152.00 



ACDA Corporation 

220 Belle Meade Avenue 

Seiaukei, NY 11733 

(516) 689-7722 



Circle 104 on Reader Service card. 



supplied witli lots of built-in fonts, bmshes, effects, and 
patterns, rather than being faced with always having to 
create or load your ow*n (certainly possible to do here, if 
diaE is your preference). And features such as anti-alias 
and Colorfonts add a professional look. The transparent 
shadows are another big plus. The screen configurations 
permit you to set your screen to any size and resolution. 
The program seems to be ver>^ stable. 

I was switching resolutions and severe overscan 
and loading from different directories, all while 
multitasking with a separate paint program — and Title 
Page didn't even flinch. 

As for problems^ I would like to see more tutorials 
in the manual. After a few blazingiy brief mtorials the 
manual shifts into explaining all the different sections of 
the program. Were this any other program, the user might 
w^ind up lost; thankfully, this program is laid out so well, 
the manual is really only needed for reference on 
occasion. While most of tlie program can be figured out 
through experimentation, for the sake of new Amiga 
users, a little more time should have been spent "teaching 
die ropes" with added tutorials. On tlie plus side, tlie 
manual is thinner tlian most because it is brief, direct, and 
to the point. 

Another problem: diere is no HAM suppoit. 
How^ever, tiie ability to have a different color per scan line 
fills the gap. There is a nice "rainbo^^" option for the 
background which looks dazzling. The program takes up 
three disks (if you are using the included data and fonts) 



and is easily Installed on a hard drive. It installs 
automatically, and tliere are options to change all tlie 
drawer and font padis within the program. 

The price for Title Page is a litde steep, but currently 
Eschalon Development is offering a $100.00 rebate if you 
upgrade from any other Amiga dtler or paint program! 
This offer makes Tide Page an unbeatable bargain. Also 
wordi noting is the pracdcal nature of the program. While 
some tide programs are best for professional situations, 
others are best suited for home use only. This program is 
really best suited to BOTH settings, and any application 
will produce excellent results. 

If you're looking for an all-in-one title creation 
program tliat has loads of options, Tide Page is it. Throw 
in the fact tiiat you can expand and alter the program to 
suit your own specific needs, and you've got a solid 
package that should be around for years to come. 



•AC- 



Title Page 

Eschalon Development 

2354 Cote Street Catherine 

Montreal Quebec 

Canada H3T 1A9 

(514)340-9244 

Price: $199.95 

Inquiry ^203 
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The FrameBuffer 

An extremely versatile and cost-effective full-sized hardware card 
that doubles as an output device and a video digitizer! 

by Lonnie Watson 



IN THE COURSE OF BEING AROUND COMPUTERS FOR QUITE A WHILE, ONE 
naturally comes to appreciate die many great tilings computers can do. Incredible feats of 
computing power, like those found in the production of ray-traced images, are common- 
place in computer advertising and many other related areas. Quite often these images are 
displayed on de\ices called frame buffers. Simply put, a frame buffer is an electronic device 
called to store and display a single image to a monitor. 

to allow Sculpt, Turbo Silver, and 3D Pro- 
fessional RGB files to be sent to the card for 
display. The supplied soft^-are also allows 
tlie display of any IFF picture. Tiiis lets you 
draw and display images using DPaint, 
Digi-Paint, Photon Paint, or any other 
.\miga paint program. The advantage here 
is tliat you can display RAVI images widiout 
the annoying artifacts that occur with HAM 
displays on the Amiga screen. 

Tlie card also continues to display the 
last image that was sent to it until you either 
turn the machine off, or send tiie card 
another image. This feature has saved me 
more tlian oncel The output can be taped, 
displayed on any NTSC monitor, or even 
genlocked. On one occasion, I created an 
animation that required the genlocked 
video to be perfectly stilL Being rushed for 
time, I w^as unable to obtain tlie stOl video 
needed. The FrameBuffer allowed me to 
capture the frame and genlock the /Vniiga 
graphics over it, creating the intended 
effect without having to take another shot- 

The FrameBuffer's soft^^are handles 
a multitude of file tvpes, permitting great 
flexibility^ in what you can do with it. These 
file t)pes include: 

RAW: This file type is not really 
supported outside of The FrameBuffer's 
sofm-are. It is, in essence, a raw dump of 
The FrameBuffer's one meg of RAM The 
file is split up into t^'O parts: one with a 
,VID extension, and the other with a .VIDA 
extension. This allows the files to be easily 
transported on tw^o floppies (a single file 



In the technical sense, the Amiga's 
Memory Mapped Display is in fact a frame 
buffer; however, there is anodier frame 
buffer available for tlie Amiga. This device 
extends the Amiga's color palette by over 
16 million colors, allowing production of 
some truly fantastic images. It is aptly 
named The FrameBuffer, and comes to us 
from Mimetics. 

The FrameBuffer is a full-sized hard- 
ware card that plugs into any Zorro II 
expansion slot of the Amiga 2000 series 
machines. The card can be obtained in r^^o 
conflgurations, the first of which simply 
allows the card to fianction as an output 
device. That is to say, you can send tlie card 
data, and it then displays tliat data to any 
NTSC color monitor. The second configu- 
ration allows the card to capture images 
coming from any NTSC video source. After 
the image is capaired you can see tlie 
captured image on the card's video output, 
in full NTSC color and resolution. Then, 
using The Frame Buffer's software, you can 
port that image into any Amiga IFF screen 
resolutions-including HAM. This allows 
use of The Framebuffer as both an output 
device and a video digitizer, making it 
among the most versatile hardware that I 
have seen. 

This litde gem of a device sports 
resolutions of 746 x 484 with a full l6.7 
million colors and a fully broadcast-com- 
patible NTSC video output, via a standard 
BNC connector on the back of the card. The 
device comes with tlie necessary software 



would be larger than a single floppy could 
hold). An advantage of this file type is that 
it can be loaded and saved vcvy quickly. 

RGB is tlie file t}'pe created with 
Sculpt and 3D Professional. A picaire in this 
format is separated into its constituent red, 
green, and blue data. Each file is stored 
with tlie appropriate .red, .gm, or .blu 
extension Cored, .ogm, and .oblu if over- 
scan 746 X 484). Simply give the program 
die main name of the file, and it will look 
for each file on its own. These files can also 
be easily transported on floppies, and I was 
very successful in getting the fOes on a 
single floppy using the PD archive utility 
Zoo. 

RGBn: tliese files are created by 
Turbo Silver; Digi-View also is able to have 
its data in RGBn format. These files have no 
extension, as each part of the data (RED, 
GREEN, and BLUE) is stored already com- 
pacted in a single file. As such, these files 
take a little longer to load and save, but they 
are the only way that Turbo Silver output 
can be viewed on The FrameBuffer. 
As a side note, there is no way in The 
FrameBuffer's software to save data in the 
RGBn format. You are only able to read dial 
data format from a disk. 

IFF; this is the standard picture for- 
mat for Amiga software. The FrameBuffer's 
softVi^are lets you select from an\' of the 
supported hardware resolutions, from 320 
X 200 to 640 X 400, There is, however, no 
provision for accurate reading of any over- 
scan IFF image except Interlace hi-res 
overscan (736 x 442). The software also 
supports 2 to 4096 (HAM) colors, with the 
exception of HalfBnte. All in all, its IFF 
support is quite good, witli the noted 
exceptions. 

APPLICATION 

To tlie casual user, the way The 
FrameBuffer works is rather simple. The 
FrameBuffer card contains one meg of 
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RAM. It uses standard 256K x 1 bit RA.M 
chips. The card can be purchased without 
RAM (only empt\^ sockets), but this is not 
advised as the card itself is useless without 
tlie RAM on it, and Mimetics' prices for it are 
more than reasonable. The card also con- 
tains the circuitry^ necessaiy to display the 
image contained in tliat memory^ via a 
standard NTSC composite Video Out. The 
image is simply sent to the card using tlie 
supplied sofm^are, and when the card is 
finished getting the data tlie image is dis- 
played. It is important to real- 
ize that while the card is re- 
ceiving the data to be dis- 
played, the composite output 
is blanked. 

Tills is due to the fact 
The FrameBuffers display 
sections cannot look at its 
memory* ^lile the computer 
is doing so. \Xliile diis design 
does trim quite a bit off the 
cost, it also prohibits simulta- 
neous access to The Fra- 
meBuffer's memory of the 
computer, as well as to The 
FrameBuffer's display 
curcuitr^'. If you buy the card 
with the Frame Capture op- 
tion, there will be a few other 
chips installed that allow The FrameBuffer 
to capture live video in the mcnioiy on the 
card. 

Software control of this device is 
based on a program called (not surpris- 
ingly) FrameBuffer. As of my writing tliis, 
diere w*2s no way to run this program from 
tlie Workbench. Only CLI access was sup- 
ported (cy^pe DFOiFrameBuffer and press 
return if tlie disk is inserted into the internal 
drive). 

It is relatively easy, however, to cre- 
ate an Icon for tlie program. Once loaded, 
the sofnvare presents a window on the 
Workbench screen. The FrameBuffer win- 
dow* is composed of the four major pares 
already noted: the RAW section, tlie RGB 
section, the IFF section, and the Frame 
Capture section. 

It is important to remember that The 
FrameBuffer's softv^^are does veiy little 
error checking. If you tell it to store data to 
a filename that already exists, you will lose 
the original contents of that file. Also, 
stored files in tlie RAW and die RGB 
formats are quite large. It is ver>' easy to fill 
up a disk quickly. 

COMPA77BIUTI£S 

Hardware compatibility between 
The FrameBuffer and other hardware tests 
very high. I tested The FrameBuffer in 
configurations ranging from t^'O-drive 
2000s with one meg of IL\M to full-blown 
25O0/30S with all tlie RAM that the machine 
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can handle. I w*as even able to test The 
FrameBuffer in a stock 25MH2 A3000, 
where it ^^orked as usual with no prob- 
lems. The FrameBuffer's output can be 
genlocked flawlessly on tlie ProGEN, Su- 
praGen, SupraGenZOOOs, AmiGen, nitni- 
GEN, and the ScanLock. I suppose that it 
will work with any genlock. 

The FrameBuffer works flawlessly 
with a multitude of hard drives, including 
Commodore's A2090a, Commodore's 
A2091, GVP's Impact A2000-HC/45, Su- 
pra*s WordSync Interface for 
A2000, and I\'S's Taimpcard. 
The FrameBuffer also has no 
problem in systems that have 
hardware accelerators, like 
Commodore's 2620 and tlieir 
2630, G\T^ A3001, and CSA's 
Midget Racer. All in all, the 
device is fantastically compat- 
ible. I did, how'ever, have a 
problem getting The Fra- 
meBuffer to work reliably in 
my first 2500/30. This, it turns 
out, was due to the fact that 
the 2500/30 in question had a 
revision 6.1 motherboard in it. 
Commodore replaced the 
modierboard with a revision 
6.2, and the device has 
worked ever since. 

Daily usage of the card has revealed 
some pretty interesting things. With its 
Frame Capture option, I use The Fra- 
meBuffer for digitizing as well as to pro- 
duce video output of ray-traced picmres. I 
frequently use it to demonstrate digitizing 
techniques to people who want to do 
digitized work. On the output side, I am 
able to ray trace an image of something in, 
say Turbo Silver, and then display the 
image on the buffer with haunting realism 
(the ray-traced images appear to float on 
tlie monitor). Ver^', verj- realistic images are 
a snap when you iiave all those colors to 
choose from! 

At first I felt that the lack of tmly high 
resolution would make my ray-traced w^ork 
seem less than perfect. Apparently. I was 
not giving the package enough credit, 
given its ability to display l6.7 million 
colors. In reality, NTSC video has a lower 
resolution, but NTSC video is able to dis- 
play millions of colors also. It's the color 
resolution — not tlie graphic resolution — 
tliat makes TV and other NTSC video dis- 
plays look as realistic as they do. 

Creating animations with Tb.e Fra- 
meBuffer is not that simple. To automate 
the process requires that you purchase 
several oUier devices, such as a Tran.sport 
controller and a single-frame video re- 
corder. These devices are not inexpensive, 
and as a result, I practice die old cut-and- 
paste method of editing separate video 



clips into one. This is not a fast way of doing 
things, but I have been able to create some 
good ray-traced animation in this manner. 

CONCLUSIONS 

Problems? Well, there are a few. 

First, the model of The FrameBuffer 
that I received does not have a back plane 
on it to facilitate screwing it into the case of 
my 2000. Tiiis is perhaps a rather small 
thing, but I do have friends that have 
destroyed their computers by having a 
board come loose because it did not have 
a screw- in back plane connector. 

The software diat Mimetics shipped 
with my The FrameBuffer was unable to 
properly display Sculpt RGB files witli the 
strange color banding effects chat you get 
on the Amiga IFF screens (this color band- 
ing occurs at die edges of smooth color 
transitions because the hardware is unable 
to create an in-between shade). Mimetics 
has since released a bug fix version of the 
software that does a better job with Sculpt 
RGB files. 

There is also no support for HalfBrite 
IFF pictures, either read orw-rite. This is an 
unfortunate, but not severe problem, given 
the many HAM-to-HalfBrite programs 
available in the public domain and com- 
mercially. 

I also have some problems widi the 
w'ay tliat The FrameBuffers software works 
in general. It allows you to select 640 x 400 
iFF-resolution and tell the program to 
decode diis in HAM. While this should take 
a stored video image in the buffer and 
create a Superbitmap HAM image (for use 
with Digi-Paint 3), it does not work at all. If 
tliere is a problem with a file that is being 
sent to The FrameBuffer, the software 
often locks up, forcing a reboot. 

Ail in all, the sofrcv^are does w^ork as 
stated, but comes with plent}^ of room for 
improvement. On the hardware side, The 
FrameBuffer is fantastic. The device works 
very^ well, and i am totally pleased with its 
performance. 

The FrameBuffer may just be the 
most cost-effective way to get a digitizer 
and a high-qualit>^ l6.7-million-color out- 
put on the Amiga. If you needdiese diings, 
I strongly suggest tliat you look into The 
FrameBuffer. 

•AC- 



Mimetics Corporation 

FrameBuffer: $549.95 

Frame Capture: $ 1 99, 95 

FrameBuffer w/ Frame Capture 

& memory: $859.00 

P.O. Boxl560 

Cupertino. CA 95015 

(408)741-0117 

inquiry ^200 
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EACH YEAR, VARIOUS MEDIA GROUPS TAKE A NIGHT TO RECOGNIZE OUTSTANDING ACHIEVE- 
ment among their members by presenting "Best Of awards to the standout performers in various 
categories, often at glamorous and well-publicized black-tie events. This year, The Advertising Club of 
New York presented its Andy 
Awards to professionals in the field 
of commercial broadcast and hard- 
copy advertising at New York City's 
prestigious Waldorf-Astoria Hotel^ — 
and the Amiga was there! 

With the Amiga now more 
than just an underground buzzword 
in the \ddeo industry, what other 
computer platform could be more 
fitting to help host the Andy Awards ceremony? 

Keith Nealy of The Nealy Group, the man 
responsible for producing the multimedia show- 
announcing Commodore's launch of Amiga- 
Vision and the A3000, again performed his 
magic in producing die May 3rd Andy Award 
multimedia live show for the second time, using 
the Amiga for animation, video effects, graph- 
ics, and character generation. 

m see you tomorrow night: Andy Awards guest speaker Tom Brokaw (fopl 
In control: betiind //re scenes at ttie Andy Awards (bottom). 
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The Nealy Group is a pioneer in 
multimedia, using computers in lieu of 
slide projeaors in its live productions. 
Keitli Nealy has been involved in video 
production since the early seventies, help- 
ing to create such original ideas as the 
video wall, long before it was a portable 
and common video showcase. He was also 
the first to use a personal computer (an 
Amiga 1000) in a live multimedia perform- 
ance, and he now makes frequent use of 
multiple 2000 series models in his trade- 
marked CompuVision performances. Ne- 
aly's extensive live production experience 
began with large multiple slide show fea- 
tures, but he now realizes that "as good as 
this type of performance can be, this labor- 



Lonety at the top: 

Keith Nealy at wark pfoducing fh9 Andy Awards ceremony. 




intensive method is giving way to the 
inclusion of video and live computer sig- 
nals.*' 

The Nealy Group was also repre- 
sented at the Andy Awards by Amiga op- 
erators Tony Dispoto and Eli Tishberg, 

Mr Dispoto freelances 3-D anima- 
tion produced mainly in Sculpt 4-D for The 
Nealy Group productions. He works on an 
Amiga 2000 with a 68020 accelerator, Targa 
and AT Bridgeboard relying upon Active 
Circuits, Inc.'s ImageLink softu^are. He is a 
self-taught artist who can be found regu- 
larly conducting master classes in Amiga 3- 
D modeling and rendering at AmiEXPO 
conventions. 



Mr, Tishberg designed tlie bulk of the 
Andy Award ceremony tiding, using KARA 
FONTS and DeluxePaint III, converted into 
She reff Systems, Inc.'s Pro Video Gold. By 
day, Tishberg works at a major postproduc- 
tion facility in Manliattan, where he-regu- 
larly creates productions like MTV music 
videos on all marmer of high-end computer 
graphics workstations. 



IMAGINE THE CHALLENGE OF ORCHES- 
trating a live N^ideo performance for many 
of the top professionals responsible for 
producing television and hard-copy com- 
mercials! Those who produce TV commer- 
cials usually have at least some flexibility 
and room for error, given the opportunity 
for "retakes" (within their deadline re- 
straints). Being in the field of live enter- 
tainment, however, leaves The Kealy 
Group with no such luxury, but only 
rehearsals to prepare for each produc- 
tion. During this event, there were few 
clues that the visual presentation w^as 
not a pre-archived show. The cightiy 
paced and well-designed performance 
was a ^'feast of delights" for eyes and 
ears. The Nealy Group's professional 
execution under the scrutiny of these 
talented advertising professionals gen- 
erated much w^ell-deser\^ed applause. 
Of course, "multimedia" refers to the 
use of several different formats of pres- 
entation simultaneously, to create a 
single entertainment or informational 
production. On diis occasion, The 
Nealy Group used a wide assortment 
of media, including three industrial- 
strength video projectors, five carou- 
sel-type slide projectors, a 1/4- inch 
multichannel audio tape recorder, a 
sound mixing board and amplifier, three 
professional videotape recorders, a Sony 
portable CD player, and tliree Amiga 2000s, 
two 68020s and one 68030 upgraded. 
Three crews ran the show; one for set-up, 
one for presentation, and one for tear- 
down. The coordination, timing, opera- 
tion, and administration of this assemblage 
was awesome. 

A live performance of any kind natu- 
rally entails preparing for fulfillment of 
Murphy's Law (anything that can go wrong 
usually will). The Andy Awards production 
was no exception. Though the crew was on 
the scene at dawn, scheduling delays and 
equipment setup did not even allow for a 
(continued on page 43) 
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Longer, Faster, Smoother Animations With Only 1 Meg 

BREAKING THE RAM BARRIER 



by Frank McMahon 



FOR THOSE OF YOU WITH ONLY ONE MEG OF RAM AND LACKING THE LATEST 
accelerator or processor, you may feel left out as the speed demons create larger and faster 
animations. Well, you don't have to feel this way. Armed with a few simple techniques, 
you can actually produce larger animations than you presently may think possible, and 
at the same time clock faster processing speed! 



BITFIANES IN AN IMA TION 

Many users overlook the ''Bitplane" 
option that is included in almost any 
animation program, Bicplanes actually 
control how many colors are used. When 
you boot up DeluxePaint III you are given 
several color choices, from 2 to 64. Now 
if you are painting, 64 colors might be best 
... but maybe not with animations. After 
loading up DeluxePaint III in 64-color lo- 
res mode, choose "expanded" from the 
ANIM menu and then go to "frames-set #". 
As you will see, the computer tells you 
how many frames you can ha\^e to work 
with; on my machine it's 25- If you switch 
to 2-color mode with the "Screen Format" 
option in the "Picture" menu and then set 
your frames, you'll see it has changed to 
176 frames ... quite a difference! The fact 
is, the more colors used for eacli frame, 
die more memory each frame needs, and 
the smaller your animation becomes. 
Admittedly, a 2-color animation may not 
be too thrilling, but if you are only gener- 
ating titles or logos, 2 colors may be 
perfect, 

Sculpt-Animate 4D also has a 
bitplane option that is sometimes over- 
looked, HAM animations devour memory 
at an alarming pace, so working in "Paint- 
ing" mode is much preferred. Many 
would argue tliat the shading is not as 
good in die ''Painting" mode (which uses 



only 52 colors instead of 4096), but there 

is a reason for this. Most animations 
include cars, sti'eecs and objects using all 
kinds of colors. 

There is just no way to accurately 
provide correct shading for all these 
multi-colored objects with only 32 colors. 

The key is to limit your anima- 
tions to fewer objects wi± equal or 
similar colors. While this may seem to 
be limiting, in tlie worid of graphic 
design, it is in fact preferable to use 
fewer objects in a related color 
scheme. Look at your living room as 
an example. Maybe it has a dark red 
carpet, brown chairs, wood paneling, 
oak shelves, etc. Many animations fail 
to look realistic because the author 
adds in a bright green chair, glowing 
blue walls, etc. By using fewer objects 
witli similar colors you are: (1) saving 
lots of memory (less ANIM changes 
from frame to frame), (2) applying 
more shades of a primary color to 
correctly and realistically shade an 
object, and (3) avoiding an animated 
video eye strain! By doing this you can 
avoid having to use the HAM mode, and 
by limiting yourself to fewer colors witli 
room for much more shading than before, 
suddenly your solid color renderings 
begin to approach die realism of ray- 
traced (4096 colors) animations. 



The next logical step in saving 
memory is going down from 32 colors. If 
you are animating a spinning logo in 
Sculpt-Animate 4D, try making the logo 
one or two colors and change the bitplane 
to only 16 or 8 colors. While the shading 
will not be quite as good, you'll be simply 
amazed at how much larger you can make 
your animations, while also rendering 
speed improvements 100% to 700%! So, 
who needs a 68030? 

ANIMATION CHANGES 

We touched on limiting your anima- 
tions to fewer objects, and it s important to 
stress than "more" is not always better in 




"Apple" animation rendered In just 64 colors, 

using various shades of onEy the color red 

instead of the usual 4D96 colors. 



computer animations, While initially lots 

of spinning and flying in the ANIM looks 
pretty jazz^^ it's a short fuse that burns the 
viewer out quickly. Think of any of your 
favorite Amiga animations you have seen 
over the years. 

(continued on page 44) 
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Making Credits The Easy Way 

Credit Text Scroller 



bv Frank McMahon 



CREDIT TEXT SCROLLER IS THE SECOND RELEASE IN MINDWARE'S 
''Video Solutions Series", the first being DigiMate III. While DigiMate III 
lets you control DigiPaint via an ARexx port to create animations, Credit 
Text Scroller is a self-contained program which creates animations itself. 
Also, it does not require ARexx to run. 



As the title implies, this program creates credits 

similar to what you see at tlie end of TV shows, in 
standard ANIM format. This is one of the firsc programs 
to generate credit ANIMs for die .'Vmiga, and its modest 
price invites some investigation. 

Before you even run Credit Text Scroller, you 
must first create the text you wish to scroll. This can be 







Credit Text Scroller easily creates moving credits 
over any IFF background. 

done with any word processor progranij or e\^en by 
using ED on your Workbench disk. Don't worry about 
spacing, font size, or centering — tliese will all be con- 
trolled once you enter Credit Text Scroller. 



It is \'ery important lu have a clean file and to 
make sure your spelling is correct, as Credit Text 
Scroller does not have any editing options, save for a 
basic line-by-line cut and paste. 

Also, prepare any graphics or animations (all 
formats including HAM, half-bright and overscan are 
supported) that you plan to scroll your credits over If 
you are just scrolling over black, or over video via a 
genlock, tlien backgrounds in ail resolutions are pro- 
vided from within the program. 

Lasdy, figure out where your fonts are going to 
come from. Any Amiga-compatible bitmapped font will 
work, but you need to direct die program to find tlie 
fonts on your hard drive, Workbench, fonts disks, etc. 
Unfortunately, there is no way to sv.^itch from within the 
program, so it's necessary to journey into AmigaDOS 
and use the ''assign" command. An easier way is to boot 
off the disk which has the fonts you want. 

READY TO ROLL 

Once Credit Text Scroller is loaded, you are pre- 
sented with the main option screen, which is where all 
tlie text and graphic files are selected prior to process- 
ing. The window on tlie right is the "Text" window and 
that on the left is die ''Background" window. Clicking 
"Load" on the Text side brings up your directory and 
allows you to load in your file. 

Once a file is loaded, it is displayed in tlie 
window. Here is where any necessary last-minute 
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cutting and pasting is done. On the left side you can load 
in your background graphics, animation, or any one of 
several blank backgrounds, in several resolutions. 

Besides the normal 64-, 32-, and l6-color back- 
grounds, there are additional backgrounds of only 4 
colors (2 bitplanes) each. In generating text-only anima- 
tions (witli a few colors for shadows and borders) these 
4-color backgrounds greatly reduce your animation 
sizes. 



course makes things progress very smoothly, but also 
makes die animation hundreds (or diousands) of frames 
long. Mo^^ing several lines a frame cuts the size of the 
animation way dow^n, but the smootli transition from 
frame to frame is lost. Experimentation is the key. My own 
best results are achieved with the LinesPerFrame set at 
one and using only four colors and low or interlace 
resolution. xMore memor^^ helps on all counts, although 
the program runs fine widi only 512K. 



BACKGROUND AND TEXT MANIPULATION 

After you have chosen what graphics and text files 
to use, enter tlie "CTxt" screen, wiiich is sort of an edit- 
bench. This displays your text in the default font over the 
background screen. In the middle of this screen is a large 
proportional text scroll gadget. This is used to move your 
text up and down when editing. Clicking on this gadget 
brings up a *'pop-up" menu with a large choice of edit 
options, such as palette color and text justification. 

As are most iMindware products, Credit Text 
Scroller is written under the T.A.S.S. system, so tliere are 
no clunky pull-down menus or keyboard commands. 
E ven^hing is accessed by clicking on a gadget tliat opens 
a pop-up menu. 

In fact, on the "CTxt"' screen, you can click any- 
where, and in an instant the full menu of commands is 
under your mouse icon! Move your mouse over anything 
you are unsure about and hit the "Help" key, and a full 
screen of docs appears on the command in question to 
(hopefully) save the day. 

The first step in preparing credits is to select tlie 
font you want to use, A big plus for this program is that 
it lets you see a font before you select it. You can select 
a font for the whole list of credits, or select on a line-by- 
line basis, with different fonts for different lines. The next 
decision is made via the palette control panel, which dis- 
plays all 4096 colors (similar to the panel of colors in 
Photon Paint). You can eidier click on die color you want, 
or mix your own with the RGB sliders. 

Lacking are controls for things like hue and spread, 
so you may want to create your backgrounds in De- 
luxePaint first, to give you more control over altering 
colors. You can also change the color of your font, font 
shadow, and font border. Once the colors are set, you can 
arrange your text. Centering, right/left justif^^ and set 
edge are available on a global or line- by-line basis. You 
can change the amount of space in between each line 
using ''LinesPerPage". 

ANIMATION OPTIONS 

After ail tlie text and colors are adjusted, you are 
ready to generate the animation. Now', it's important to 
note that diis program does not do scrolls on-the-fly. It 
generates an animation of a scroll which can be played 
or loaded into a program such as DeluxePaint HI (use ic 
as an ANIMbrush in Perspective mode to create some- 
diing like diat seamless ''Star \X^ars'' intro). 

Before you begin to create the ^ANTM, choose 
"LinesPerFrame". The requestor that appears lets you set 
the number of lines (one pixel high) the text will move 
up from frame to frame. Moving one line per frame of 



RENDER TIME 

Now it's time to "GenerateANIM" or "Generate- 
SLIDE". SLIDE will make the text slide in from either side 
of the screen and then slide back out. It's radier limited 
and not as effective a feature as crawl, for example (hint, 
hint). ANIM will create a regular scrolling credit crawl and 
automatically insert a blank screen before and after. 

How^ long die ANLM will take to generate depends 
on resolution, lengtii of text, frame amount, and lines per 
frame. Most simple ANIMs take under five minutes. Long 
involved credits may take quite a bit longer. It's about as 
fast as doing die same diing with DeluxePaint III (but 
without all die messy coordinates). .After it is done 
generating you can play it dirough once, then set it up as 
a loop to try out different frame rates. Using DISKANIM 
you can play direcdy off RAM, hard drive, or floppy for a 
preview. 

Also included are numerous image- and ANIM- 
processing features which allow the conversion of your 
backgrounds and animations to and from different reso- 
lutions (even convert a regular ANIM to an overscan 
ANIM) as well as splitting, cutting, and pasting ANIMs. 
Credit Text Scroller is fully ARexx-compatible, wliich 
means if you own die ARexx system software you can 
control the program remotely. ARexx is a development 
system which, when used with compatible programs, lets 
die user get "inside" the software program and alter 
features and control commands with far more flexibility 
tiian a standard interface could hope to provide, 

CONCLUSIONS 

Overall Credit Text Scroller is a solid performer that 
does w^hat it advertises. Its On-Line Help is a big plus, and 
die manual is easy to understand. This program does not 
require the use of ARexx (so you don't have to spend extra 
money on a program you may get minimal use out of), but 
tlie ARexx port is a big plus for those into programming. 
Everything from the fonts to colors to text positions can 
be changed instanUy in die process of editing — this lets 
you create veiy quickly. Credit Text Scroller is veiy user- 
friendly, and its T.A,S.S. system of pop-up menus allows 
you to move around and choose freely. Low^-res, 2- 
bitplane backgrounds are supported to allow^ diose with 
51 2K or 1 meg machines to create large animations. 

A winning feature lets you create scrolling credits 
over existing animations. I personally have found scroll- 
ing credits to be ver^- difficult to do in DeluxePaint III and 
this program not only does it easily and automatically, but 
it then lets you load your work back into DeluxePaint IE 
for further manipulation. 
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ATTENTION I 

ALL AM I G A OWNERS J 

A complete self-tutoring Amiga BASIC programming 
course is available that starts with turning your computer 
on. to programming just about anything you want! This 
course is currently used in both High School and Adult 
Evening Education classes and has also formed the 
basis o( teacher literacy programs. Written by a com- 
puter studies teacher, this programming course is one of 
the finest available today. This complete course of over 
220 pages is now available for the AMIGA 500, 
AMIGA 1000 and the AMIGA 2000 computers This 
course will take you step by step through a discovery 
approach to programming and you can do It all in your 
leisure time! The lessons are filled with examples and 
easy to understand explanations as well as many pro- 
grams for you to make up. At the end of each lesson is 
a test of the information presented. Furthermore, ALL 
answers are supplied to all the questions and programs, 
including the answers to the tests. Follow this course 
step by step, lesson by lesson, and turn yourself into a 
real programmer! You won't be disappointed! 
FOLLOW-UP COURSE - A 200 page self-learn- 
ing course dealing exclusively with sequential and ran- 
dom access files using a unique approach for those with 
very limited file programming experience. Set up your 
own personal and business records! This course also 
teaches you to program with the mouse, designing your 
own custom drop down menu title bars, and setting up 
your own custom windows, 

AmigaDOS COURSE through the CLI - Take 
control of your Amiga with our step by step, self-learning 
AmigaDOS course that addresses all Workbench ver- 
sions, including 1.3. Workbench 1.3 owners may wish 
instead to learn AmigaDOS through SHELL (the upgra- 
ded CLI environment). All our courses involve active 
participation by the learner. You do the specially desig- 
ned examples, read the complete explanations, follow 
the Instructions, answer the many questions, do the 
tests, and check your answers. 

Each course is only $21.96 plus $3.00 for ship- 
ping and handling. We have been developing and 
selling Commodore courses for over 7 years now and if 
you do not think that we have the best self-tutor- 
ing course you have yet come across, then just 
send the course back to us within 10 days of 
receipt for the FULL $24.95 refund. 

NAME:__ _^ A^ 

ADDRESS^ . 

CITY: ^^ 



STATE/PROV: 



CODE: 



1 desire the Amiga BASIC programming course D 
FOLLOW-UP course on file handllngD AmigaDOsD 
AmigaDOS through SHELL (Workbench 1.3 only) D 
The computer that the course is needed for: 

AMIGA 500 n AMIGA 1000 D AMIGA 2000 D 

For each desired course, send $24.95 cheque or 
money order (in the currency of your country) to: 

Branlford Educational Services 
222 Portage Road 6 Pioneer Place 

P.O. Box 1327 or Brantford, Ontario 

Lewislon. New York 14092 N3R 7G7 

Fax: (519)756-6534 



So what's wrong wit±i it? Well, thankfully, not 
much. One problem is that pages of revisions and addi- 
tions (to the manual) must be printed out before you can 
begin working wi til tlie software. Now, I'm all for making 
improvements to programs and manuals along the way, 
but it's wrong for Mindware to assume chat ever^'one 
who buys this package has a printer (printers are not 
high on the "must have" list for the video users diis 
program is aimed at). Nowhere on the box does it say 
that the buyer needs to print out revisions and additions 
to the manual. It should be noted, however, that eighty 
percent of the docs are ne^^ features and improvements; 
only a few of them represent corrections. 

An abort key^ — to halt animation generation when 
a long ANIM is not turning out as you had hoped — is 
really necessary^ but lacking here. Palette flexibility 
could be enhanced through the addition of a few more 
features. As any Amiga video person knows, color 
choice is a primary factor to be considered when putting 
text over anything. 

While in die '"Change Screen Palette", I hit tlie 
front/back gadget and tlie palette went to the back, but 
tlie program was suddenly no longer in my control 
Mouse clicks would not register, so I had to reboot. I 
repeated the steps witli the same result. While there are 
other ways to exit die palette, new users should be 
careful to exit only via "OK" or "Cancel". 

HAM animations produce mixed results and cause 
larger file sizes, so while HAM is supported, I do not 
recommend its use. The program is not at fault, it's more 
an outgrowtli of l-IAxM fringing. 

I recommend Credit Text Scroller only for the 
home hobbyist and smaller video businesses. It is 
probably useful in professional situations only where 
tliere is ample memory (2-4 megs) to let the scrolling take 
place one line (1 pixel wide) at a time, as well as enough 
RAM and disk space to w^ork in tlie higher resolutions. 
One meg chip RAM helps too, and aldiough the end 
result is bigger animation files, die results are smootli and 
quite professional. 

If you need to produce scrolling credits, and your 
budget prevents you froni purchasing one of the much 
higher-priced character generator programs, Credit Text 
Scroller's price/performance ratio can't be beat. 



•AC* 



Credit Text Scroller 

Mindware Infemafiona! 

1 10 DunlopW. Box 22158 

Borrie. Ontario. Canada L4M 5R3 

(705) 737-5998 

Price: $39.95 

Inquiry #202 



Circle 108 on Reader Service card. 
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Some (^f*'af>k/c oa^s^^tme 

Shooting Scripts, Budgets, Telecommunications; - 
Other Ways To Use Your Amiga In Video Production 



by BillBurkett 



OKAY, so EVERYONE KNOWS THE AMIGA'S A GREAT COMPUTER FOR TERRIHO 
looking, low-cost graphics. But, as someone once said» "Producers cannot live by graphics 
alone." At least, I think that's what he said. And what I think he meant was, "What about 
the rest of the video production process? How can tlie Amiga help take care of some of 
the other day-to-day chores of keeping a production — and a business — on track?" 



.Although computers have as many 
uses as the soft^^nre people can dream up, 
most "traditional" computer business appli- 
cations fall into one of four categories: 
number- crunching, data -crunching, word 
processing, or telecommunications. Each 
of these can be applied to the business end 
of video production, as well as to the pro- 
duction process itself. 

BUDGETING 

Before tliere can be a show, there has 
to be a budget. One of tlie most efficient 
ways to develop a budget is wi± a spread- 
sheet program. Fortunately, several good 
.^miga spreadsheet programs are available, 
any of which will serv^e your purposes 
nicely. 

Setting up a simple spreadsheet to 
help you estimate and track costs can take 
just a few minutes. All you really need to 



know is how much a particular item costs, 
how much of tliat item you're likely to use, 
and how to make the spreadsheet total all 
the items. And don't forget to add in your 
feef 

Once tlie estimating is done, it*s use- 
ful to have another column in your spread- 
sheet to record actual costs. This not only 
helps you stay within your budget, but also 
serves as an aid in creating more realistic 
estimates for future projects. 

PREPRODUCriON 

Many producers believe preproduc- 
tion is the most important part of the entire 
production process. In short, preproduc- 
tion consists of designing tlie program and 
planning, in detail, how you will execute it. 

The most obvious preproduction 
activity is probably scripting — in other 
words, word processing. Whether you use 



the traditional television script format, or 
prefer a more complicated screenplay-t>'pe 
script, ,\miga word processors offer all the 
power you need to develop professional- 
looking documents. 

If you wish to take your scripts a step 
further, you might want to consider prepar- 
ing a storyboard. A storyboard presents not 
only the written portion of the script, but 
also includes sketches showing what will 
appear on-screen during the program. All 
you need to do is prepare tlie drawings 
with your favorite paint program, then 
import them into tlie script with one of the 
several word processors designed for tliis 
purpose. The resulting doctmient can be a 
very effective aid in heiping your client feel 
like he or she is getting what they want. 

In the course of writing the script, 
you may have the need to do some original 
research, This is one instance where tele- 
communications can help. Even though 
they can be expensive to use, commercial 
databases offer a quick, neariy painless 
way to sift through the tons of information 
available today. 

Here's an example: The local bar 
association contacted me to produce an 
educational videotape on a U.S. Supreme 
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.,,many 
producers leave 

computen 

behind once a 

program moves 

into production. 

Voey're 

missing the 

boat! 



Court decision, .AJthough the client pro- 
vided copies of the decision and a great 
deal of expert advice, I needed specific 
information on events leading up to tlie 
case itself, so I could 
script a fairly ac- 
curate reenact- 
ment. 

I called tlie 
computer net- 
work to which I 
subscribe for a 
check into one of 
its many databases. 
Within a few mo- 
ments, I had refer- 
ences to over a 
dozen law journal 
articles tliat could 
provide me witti tiie 
infomiation I needed, 
I took this list to the 
local law library and 
found tliat one of the 
references mentioned tlie name of tlie 
defendant's original attorney. Tracking 
her down was easy and, in die span of a 
few hours, I had a full account of the case 
from one of the people actually involved 
in the case. Total cost: About $40, but it 
saved hours — perhaps days — of search- 
ing for information by more traditional 
methods. 

Some colleges and universities, as 
well as public libraries, allow members 
of the public to dial directly into their 
card catalogs, disk-based encyclopedias, 
or periodical listings. Check with your 
local libra r%^ to see if it offers such a serv- 
ice. If it does, you may End the power of 
electronic databases at your disposal 
for free, 

PRODUCTION 

With tlie exceptions of graphics 
development and budget tracking, 
many producers leave their computers 
behind once a program moves into pro- 
duction. They're missing the boat! Dur- 
ing production, r^^o of your Amiga's 
most basic uses should come to the 
forefront. 

Having a good, complete script is 
vital to a production. Unfortunately, a 
good, complete script often contains a 
lot of information you really don't need 
once you're in the studio or on location 
taping. Besides, the script is a chrono- 



logical representation of the program: It 
has things laid out in the order they will 
appear in the program. During taping 
you'll often want to shoot out of se- 
quence, tliereby avoiding the need to set 
up your equipment in the same location 
more than once. 

This is where the ''shooting script" 
and a database program come into play. 
A shooting script is a logistical, ratlier 
than chronological, listing of all the vis- 
ual elements in your program. That is, it 
lists ever\^thing in the show in tlie order 
you wish to shoot them, rather than in 
the order in which ±ey will appear in the 
finished program. 

Developing a shooting script can 
l:)e quite a chore, unless you lei tlie 
computer do all the hard stuff. Here's 
how it is done: Using macros, have your 
word processor delete everything from 
the script except the individual shot (or 
scene) numbers and visual descriptions, 
and save the resulting, condensed docu- 
ment as an ASCII text file. 

Next, mn the database program 
and import die visuals-only script into a 
pre-fomiatted, but 'enipt^-" database. 
Putting the condensed script into the da- 
tabase allows it to be reordered in any 
way you choose. 

Then, divide the script-cum-data- 
base into subsets, one for each location, 
and identif^^ which visual ^.ithin that 
subset you want to shoot hrst, vv^hich 
second, and so on. Add whatever mis- 
cellaneous notes you think will be help- 
ful during the shoot, and have the pro- 
gram print the condensed script's visu- 
als — ^stiil in their 
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Ffom this,.. 




...to this. Turn a "grabbed" frame of video into a styfish 
graphic background by transferring the image 
among various software pacl<ages via iff files. 



subsets — in the order r\^e specified. 
Voila: A shooting script! 

The other basic computer fiinction 
you can implement during production 
involves combining tiiat old standby^ 
graphics, widi another old friend, tele- 
commu nications. 

1 usually produce my own static 
full-screen graphics. But when it comes 
to animation, well^ we all have our weak- 
nesses. So I rely on a local Amiga artist 
to produce ±e animations I need. As 
luck w^ould have it, though, he lives 
across town, a good half-hour away. To 
save time, I modem a copy of tlie full 
script to him, along with the shooting 
script list of the graphics I need pro- 
duced, and, if necessary, a few pitiful 
sketches to show what I've got in mind. 
We talk on the phone a bit, then he goes 
to work. 

In a few days he modems the 
drawings he plans to base the animation 
on and, perhaps, a brief portion of the 
ANTM itself, for my perusal If approved, 
the artist gets tlie go-ahead to finish up, 
eventually shipping the completed ani- 
mation back to me — by modem, of 
course — saving literally hours of driving. 

As long as we're talking about 
graphics, don't forget to take full advan- 
tage of the benefits the IFF standard 
offers- As an example, well use the law- 
related education production I cited 
earlier. 

We needed some full-screen 
graphics summarizing the Supreme 
Court's ruling in the case at hand, using 
a photo or other representation of the 



Supreme Court Building in Washington, 
D.C, as a background. We were unable 
to find any original Amiga artwork of the 
Court Building and didn't want to in- 
fringe on someone else's copyright by 
simply digitizing an existing photo. 
Luckily, another client of mine had some 
original stock footage of the Court Build- 
ing and offered to let us use it. 

Our first step w^as to grab a frame 
of the footage and save it as an IFF file. 
The image was a very wide view of the 
front of the building, including a lot of 
the Coun's surroundings that we simply 
didn't w^ant. So, we pulled the IFF image 
into a paint program and created a brush 
of the part we did want, enlarging it to fill 
±e entire screen. This gave the image a 
grainy, mosaic look that fit very well into 
our overall plan for the graphic. 

The next step was to incorporate 
an image-processing program to soften 
the colors and mosaic look, so the text 
that was to be added would stand out 
more. Finally, before adding the text, we 
reaimed to the paint program for some 
final touch-up work. 

What made it all possible? IFF com- 
patibility. If only one of the four pro- 
grams we used in this process had con- 
fined itself to a proprietary file format, 
we'd have been done for. Once again, 
one of the Amiga's unique properties 
made it happen. 

POSJTRODUCnON 

Postproduction is that phase of 
putting a program together that involves 
taking all the pieces you've created 



during production and assembling them 
into a finished show. Computers are most 
often associated with postproduction in 
terms of computer editing. And there are 
combinations of hardware and software 
avaOable tliat allow the Amiga to serve as 
an edit controller, a very effecti\'e use of 
your Amiga in postproduction. It can also 
be very expensive. 

This can be avoided. You can use 
one of the many commercial or public 
domain slideshow programs to keep your 
graphics in order and ready for first-gen- 
eration insertion into your master vide- 
otape. These programs permit you to 
display graphics, sometimes with a snazzy 
transition ber?\'een them, at the push of a 
mouse or keyboard button. Many will also 
play animations, giving you push-button 
access to all those great images the Amiga 
is so famous for. 

Add tlie capabilities provided by a 
program such as ARexx, which allows you 
to automate functions between (and 
within) otherwise separate programs, and 
youVe got a S)'stem that gives you more 
power over software than you may have 
diought possible! 

Why not take advantage of all the 
potential the Amiga offers? Next time you 
drag out your favorite word processor, 
communications program, or database 
manager, look at it v^ith an eye toward 
finding some new way to apply it. You 
might be surprised at '^^'hat you find. 

•AC* 
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the power to do more 
with your Amiga! 

In recent issues, 

AC has given you the power 

to turn your AlOOO into a 

ROiM-based machine. 

To upgrade your A300 to 1 megabyte. 

To transform your Amiga into a 
3iofeedback/lie detector device. 

To use your Amiga as 

the command center for a 

remote-controlled home of the future. 

A future that is 

in your bands now\ 

thanks \o Amazing Computingl 



There's power in our new product previews, 
oroduct reviews and tutorials, too. 
;^lus,iC takes you to all the major shows 
with detailed, timely coverage! 




COMPAREliC actually publishes 
many more pages of solid information - 
insightful columns, departments and features 
than any other Amiga publication! 



NOW - A UMITED TIME OFFER: 

Put a full year of AC POWER in your hands for just $" 
Or, subscribe for 2 years and pay just $38 - 
that's a SAVINGS of 60% off the newsstand ptf" 



Remember - we also place 
the entire Amiga marketplace 
at your fingertips in the pages of 

AC GUWEJ^ga 

It's the only publication in the work. 
i\[ii\m even)t)rodiict 



urrentiy available for the Amiga! 



To subscribe, just use one of the 
cards provided in this powerful issue! 



Or, call 1-800-345-3360 (credit card orders only) 





S-VHS-compatible genlock gets high marks fo7' signal quality and design 



VidTech's ScanLock 



by Oran Sands 3-0 



THERE IS CERTAINLY NO SHORTAGE of 
genlocks available for the Amiga. But until re- 
cently, you either bought an expensive one or 
a cheap one, and in either case got the quality 
you'd expect, given the price. A medium- 
priced genlock was hard to find. There were 
a few exceptions, but they became increas- 
ingly undesirable as Amiga video enthusiasts 
turned to Super VHS as their preferred tape 
format. Indeed, nowadays I hear nothing but 
"We want our S-VHS," and any genlock manu- 
facturer ignoring tliis fact is headed for ruina- 
tion. Well, maybe not ruination — but you get 
the idea. 

VIDTECH'S SCANLOCK 

S-VHS compatibility is one of the rea- 
sons I became interested in VidTech's 
ScanLock Model VSL-1 genlock for the Amiga. 
The other reason is its packaging. In fact, the 




packaging is so intelligent that I still find myself asking 
why no one else used it earlier. 



ScanLock VS. Scifech Genkey 




A Case of Mistaken Identity 

WHILE VIDTECH IS FAIRLY NEW TO THE AMIGA 
market, they have found themselves saddled with 
someone else's reputation 

The ScanLock is a new genlock, but is being con- 
fused witli an older product that earned a bad reputation 
among its many users. That genlock was the GenKey by 
SciTech, a iMiami -based video equipment company. 
GenKey was actually the first genlock to be delivered 
to the public, and it offered the standard genlock fea- 
tures. GenKey was evenaiaily upgraded to use S-Video 
signals. 

The downside of the SciTech unit was tliat it often 
crashed, or wouldn*t start up without a reference signal. 
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The ScanLock alllows tl^e use of chroma/luma (Y/C) inputs 
as well as outputs. It perfomis the usual job of keying (overlaying) 
of .\niiga graphics that you would expect of any genlock/keyer for 
the iSxniga, But tliere are several features of tlie ScanLock tliat de- 
serve mention. 

THE FRONT 

On the front panel you'll find an on/off touch pad switch. It 
lets you use tlie Amiga's power to run it (not recommended with 
an A500), to use an external power supply (recommended by 
myself just on general principles), or to rum the genlock off. 

Why the last feature, you may ask? If you've ever used an 
external Amiga genlock, you know what a pain it is to remove your 
genlock and then attach it again when you want to use it. With this 
"OFF" selection, tlie computer ignores ihe fact that the genlock is 
attached when you reboot the computer. This feature could be 
added to ever\^ genlock for tiie price of a simple switch, but so far 
it appears only on the ScanLock and The Magni. 

NTSC&S-VHS 

Next, you'll notice tlie NTSC/S-VHS switch. It selects which 
mode the genlock uses for its input. This switch activates the 
selected jacks on the rear of tlie unit, aUowing you to keep both 
jacks cormected to your sources without conflicting, 

VidTech states that all their signal routing of the S-VTIS sig- 
nals maintains the separate chroma/luma signals through to die 
output. Some genlocks supposedly combine die signals into one, 
perform their operations with the resulting composite signal, and 
separate the signals again before outputting tliem (but I haven't 
yet found one that does diis). 

Next to that sr^'itch there are three more touch pads for 
selecting the output of the genlock. You may select the Reference 
signal being fed to the ScanLock, the Amiga graphics only, or the 
combined, overlaid picture. Selecting any output takes place dur- 
ing tlie vertical inten'al, enabling you to switch between them with 
no glitches or signal intermpiions. 

Next to the output selectors are a couple of sliders and 
anotlier touch pad labeled Fade. Activating the Fade feature is also 
done during the vertical inten-al for a glitch-free selection. The 
faders give the capability to separately fade to black either the 



.\miga graphics or die Reference video. This allows you to fade the 
Amiga's overlaid graphics in and out, or to fade the Reference video 
out from under the overlaid graphics, leaving black under them. 

**Split" the faders right and left and move them to their 
opposite sides, and you'll be able to fade from die Reference video 
to the Amiga graphics, or vice versa. Be carefijl — the fader knobs 
(on my ScanLock, any?\^ay) are a little loose! 

The faders work nicely, but diere is one hangup worth noting. 
When fading bodi signals to black at tlie same time, the output 
video sinks below IRE units. The NTSC standard doesn't allow 
anything but sync signals to exist with negative IRE levels. Although 
you may have no problem using it with your equipment, you might 
also find tliat fading bodi to black causes your monitor to "jump" 
just as you approach ±e all-black picture, with your television 
deciding that it has a new sync signal to use when it encounters the 
video at negative levels. 

Avoid fading both signals to black at the same time, and this 
problem is eliminated. Different monitors and VCRs of course re- 
spond differendy to diis condition, so don't assume that because it 
looks good at home that it will look good elsewhere. 

The last feature on the front panel is the Key Reverse switch, 
also selected during the vertical interval. It reverses the key so that 
color is no longer transparent, but all the other colors are. 

PACKAGING 

The ScanLock is attractively packaged in a beige case (but^ 
hey guys, I'm tired of beige computer gear) that is designed to go 
under the monitor. This design allows the user controls to be put 
on die front of the unit, and the input and output jacks on tlie rear 
where diey need to be. This keeps the RGB cable short to avoid 
signal loss and interference problems. With this design there is no 
need for extra space behind your computer as with some genlocks. 
And with the genlock on/off switch, you don't ever have to detach 
it, so it can stay safely under die monitor. As noted earlier, I give 
the ScanLock top marks for its packaging. I hope this t>^pe of design 
catches on with others. 

THE IN'S AND OUTS 

The ScanLock is equipped with many inputs and outputs. On 
the rear of the unit there are BNC jacks for the composite signal in- 



The GenKey took so much power to operate diat it actually 
blew up some computers. Still, w^ith nothing else on tlie 
market it was tolerated. In the meantime, SciTech has closed 
its doors. 

This is where the stories — and perhaps reputations — of 
the units get Hirther muddled. A few of the former engineers 
at SciTech went to VidTech, They took x\'ith them the 
knowledge of what they had learned at SciTech, and were 
able to quickly tool-up a new unit, pardy by using tlie same 
package design originally used at SciTech. Thus, the ScanLock 
and GenKey units even look identical, and Chat fact soon gave 
rise to die belief that the ScanLock was the old GenKey. 



Study tlie photographs carefully and you'll see that what 
is inside die t^'o cases couldn't be more different. While die 
ScanLock is a nice sLx-layer board, the GenKey is made of rt\'o 
boards connnected by wiresl You are literally able to move 
one wire close to another in the GenKey; the resulting 
induction of signal crashes the machine. Wiring of this sort in 
a device like a genlock is unheard of, and problematic at bescl 
When fed with a standard VHS signal, the output of die 
GenKey is erratic, whereas that of the ScanLock is stable. 
There is a world of difference between the two. 

~O.S. 
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puts (with loop tliru and selectable termination) and outputs 
(yes» there are two). Next to those are the S-VHS mini-DIN jacks 
for the input and its loop-tliru. 

Loop-thrus are used when you need to send the signal to 
more tlian one place. Terminating switches are next to die jacks 
and are used when you arent going to use the loop-thru feature 
(not using the terminations when not looping thru can rbsult 
in excessive signal levels and degraded video; be sure to read 
die manual on their use). Finally, next to the composite video 
outputs are vwo S-YHS outputs, 

EXTERNAL POWER 

The rear panel also has a jack for attaching an external 
power supply, an option which can be ordered separately from 
VidTech if needed (although no mention is made in the manual 
of just how to do this). Since my ScanLock is not connected to 
such a power supply, I cannot comment on the operation of 
this feature. 

MONITOR HOOKUP 

A DB23-pin connector for hooking up tlie Amiga momtor 
is available, complete with more sv^itches for terminating the 
RGB signals, should you decide not to use an RGB monitor. The 
terminations are 75 olim resistors, the video industry standard. 
No problem, except that none of the Amiga RGB monitors use 
75 ohm terminations. If the genlock is adjusted for a certain 
monitor and tlien is used witliout it, your Amiga graphics will 
change in level; generally, dimmer if the ScanLock's RGB ter- 
minations are used, brighter if they are not used. 

This is caused by the fact that die RGB signals from the 
Amiga are merely "tapped" by the ScanLock, and are not buff- 
ered before being sent to the monitor. Unfortunately, this is a 
common oversight made by several genlock manufacturers. 

ADJUSTABLE SIGNAL 
SPECIFICATIONS 

1 mentioned adjusting tiie ScanLock, Externally there are 
three adjustments accesable by the user. You may adjust the 
Amiga-to-Reference, signal horizontal timing, and hue. This is 
not die same as adjusting the combined signal's horizontal and 
burst phase for timing the Amiga into a studio system. There is 
also an adjustment for the luminance (brightness) level of the 
Amiga graphics. 

All of these adjustments are found through three holes on 
the right side of the ScanLock. The actual controls are buried 
about 1-1/2 inches into tlie case. Most screwdrivers tliat are 
long enough to reach the controls are also too big to fit thru the 
holes. Either remove tlie case cover, or drill larger holes (diere 
has been talk at VidTech about including a screwdriver with die 
genlock, to use for diis purpose). 

There are a large number of controls inside to adjust the 
ScanLock for your particular Amiga computer/monitor combi- 
nation (for more on this see "Gambling with your video, Amiga- 
style" in AC V5.4). Under no circumstances attempt to make any 
adjustments without calling VidTech first, I have found diem to 
be quite helpful when requiring information on how to adjust 
the ScanLock. 



One reminder, though. Adjusting any genlock output 
without a waveform monitor and vectorscope is an exercise in 
futOity. If you don't have access to tliese devices, find someone 
that does. Otherwise — don't touch it. And don't think you can 
adjust a genlock for your computer and/or monitor when it is at- 
tached to equipment other than your own. 



ScanLock pa$$-thrv frequency response 




ScanLock output-Amiga grapttics 




ScanLock pass-thru of reference signal 
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You'll also find an External Key output jack. Although Fve 
seen this on other genlocks, it has never been correctly imple- 
mented, except for on a few. Unformnately, the ScanLock is not 
one of those few. The signal level is TTL level, about 4 volts 
peak-to-peak, instead of tlie industry* standard of .7 volts. That 
level may and may not work witli some broadcast keyers. If not, 
a simple resistive divider will likely correct it. 

The constmction of the ScanLock is excellent, using a six- 
layer printed circuit board for reduction of noise. Some of tlie 
eady units tended to be a bit unreliable (as most new products 
are), but since then all units are **bumed-in" for a minimum of 
12 hours before being shipped. VidTech also reports that they 
were supplied parts tliac "crept" out of tolerance as they heated 
up. These parts have been second-sourced since the problem 
was discovered. 

The most common complaints to the company concern lu- 
minance and chromanance levels, and are most easily adjust- 
able. An occasional complaint is registered about timing errors; 
they are cured by a simple adjustment of the 28 MHz clock. 

TEST RESULTS AND CONCIUSIONS 

The unit I tested was more accurate when attached to an 
A500, so that is the unit I tested it on. 1 also used the latest in- 
carnation of the 1084 monitor in my tests. 

I found the image quality to be good, with no visible flaws 
in the picture. The tests demonstrated diat color is not altered 
upon passing through tlie ScanLock, and altliough the frequency 
response is peaky and not flat, no resolution is lost. Not perfect, 
but pretty good. 

The composite signal looks good visually. The S-VHS sig- 
nal looks substantially better, as expected. There is a definite im- 
provement in clarit)', and the signal is artifact-free. 

The Amiga graphics are accurate in hue and level. Any dis- 
crepancies are further reduced by adjusting the genlock as men- 
tioned above. The pictures are tlie "before" pictures. Most of you 
need to know how the unit performs when shipped, not how 
good it can be made to be (since many of you reading diis don't 
have the technical knowldege to perform the necessary adjust- 
ments). 

Using the ScanLock is rather simple* The manual takes you 
tiirough the installation process. I use the genlock widi an Amiga 
1000, an A2000 and an A500, all without an external power 
supply. The unit operates fine without it, but the faint of heart 
should definitely invest in tlie optional powder supply. Regard- 
less of what computer I use with it, it fits w^ell on top of the 
computer and under the monitor (in the case of the A500, be- 
tween the monitor and whatever stand it was on). If you have 
a A500 and no monitor stand, then Fd also invest in one of those. 

All the controls are easy to find and use. The elastomeric 
touch pads do not give the user any tactile feedback but there 
is an LED that lights up to show^ your selection of that feature. 
If you press off-center you may not activate the selected feature. 

The faders w^ork smootlily and the image fades out in a 
linear manner — move the slider just a litde, and get just a little 
bit of fade. As I mentioned before, the knobs are a little wobbly, 
and this can affect your fade. Removing the knobs, or gluing 
them on, seems to he the only answer. 
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Circle 128 on Reader Service card. 

My computer never glitchedj nor did it Guru, during the 
tests I performed. The ScanLock never needed a Reference 
video signal to sync up to. Removing the reference signal never 
interrupted the Amiga, although you may find that applying a 
reference signal causes a picture offset, as the ScanLock re- 
genlocks the Amiga to tlie video signal This is not a moment 
at which you'd be taping anyway, so it's just a minor problem 
(and inherent in any genlock). 

Overall, I'd have to give the ScanLock good marks for 
packaging, features and signal quality. It's a good package at a 
good price for the serious video amateur, or the industrial video 
producer on a budget, particularly anyone desiring to v^'Ork in 
Y/C- 

My only real complaint concerns the non-buffered moni- 
tor outputs, which introduce an unceitaincy about the correa 
video output levels of the Amiga graphics when using different 
monitors. Countering this is tlie f^ict that the unit is veiy adjust- 
able, and VidTech has been most cooperative in helping adjust 
the unit to produce its best possible signal 

•AC* 

ScanLock 

VidTech International 

2822 NW 79th Ave 

Miami. FL 331 22 

(305) 477-2228 

PA version: $1,095.00 

NTSC version: 3995.00 

Inquiry #206 
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TITLE SCREENS THAT 

Adding Light Sources Witin DeluxePaint 111 



by Frank McMahon 



Most 
swtple 

graphics 

and 

animations 

can be 

improved 

through 

just a little 

extra 

work.,. 



BEING THE PRODUCTION SUPERVISOE AT A CABLE T\^ COMPANY, I DO A LOT OF 

public relations work with various organizations. My friend and former co-worker 
Catherine, who now works at a nearby hospital, came to me recently and said tlie 
hospital was producing a video to be shown to patients in their rooms. 



The video — entitled "Patient Edu- 
cation" — needed an opening logo. Cath- 
erine already had tlie logo drawn; we just 
needed to "do sometliing witli it." 

Knowing it was for a hospital, I 
understood that die logo had to be de- 
picted in a clean and classy animated 
intro. The following tutorial goes though 
die steps to creating this animated logo. 
The iiints and tricks contained herein are 
easy to do yourself, and die ^nd result 
will look 100 percent professional It 
goes to sliow that b)' following a few 
simple steps , you can create tide screens 
tliat "shine" just like the networks'. 

Figure One shows the logo. This 
was digitized from CaUierine's original 
artwork with Progressive Peripherals' 
FrameGrabber. I shy away from the two- 
color 'Hine-art" mode because unless you 
are using hi-res, you tend to get jaggies. 
I use 32-color, lo-res interlace and grab it 
in black and white. This gives excellent 
anti-aliasing shading (no jaggies), uses 
only 16 colors (with 16 left over), and 
allows you to use DeluxePaint Ill's 
Spread feature to change the two colors 
(background color on one end and logo 
color on the other) to any colors you 



want, widi anti-aliasing intact. Time to 
load it into DeluxePaint III. 

At first I thought a nice shadow 
under the logo might look good. Shad- 
ows are eas>^ to design in DPaint III: just 
click the right mouse button and stamp 
down the background color. However, 
in most cases it is best to stamp down 
(using die COLOR option from the 
MODE menu) a color that is half as bright 
as the background. In this case, it would 
be grey. No need to switch to half-brite 
mode; just copy the color '^'liite in die 
palette register to an open slot and slide 
die Volume to half of the original inten- 
sity. Or, just use a grey from your black- 
to-white spread. Don't switch to half- 
brite mode; that just adds memory and 
more colors that you don't need! 

Another option (as pictured) is to 
stamp down a regular black shadow 
(choose black, then COLOR from the 
MODE menu) and before you stamp 
your original over it (slighdy above and 
to die left), pick the largest circle brush 
and select SMOOTH from die MODE 
menu. Rub the sides of your black box 
until they are all smooth, then stamp 
down )'our logo. ->- 
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Thanks AMIGOS 
For Our First 2,000 Installations! 



ScanLock Models 

•NTSC (RS-170A) and S-VHS 

(North America) 

•PALandS-VHS625 

(International) 

The S-VHS, Y/C signal is 

processed independently in two 

channels: in, through and out. 

"Glitch Free" Switches 

Cut to any Amiga/Reference 
video combination in the next 
frame of your recording with 
no nicker or artifacts. 

Fade Control Bars 

Fade to any Amiga/Reference 
combination. Also, fade to 
black. 

RGB/S-VHS/Composite Amiga 
Monitor Support 

Get triple value from your 
Amiga monitor through 
ScanLock's standard technology 

and cabling. 

Multi-Sync Monitor 
Support 

ScanLock provides RGB signal 
support to your multi-sync 
monitor. VidTcch will provide 
the pin outs. 




ijMjyj- 
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The S-VHS GENLOCK 

for all Amigas 

A-500/A-1000/A-2000/A-2500/A-3000 



Amiga RGB Session 

No recabling! Set ScanLock to 
Off/Bypass and develop RGB 
graphics for your next production. 

Record with No Reference Video in 

No problem! ScanLock generates 
internal sync to allow the Amiga 
artist to record his animation in 
either NTSC or S-VHS. 

Leave your Amiga Video Slot Open 

For use with other video add-on 
cards that add sizzle to your 
production. 

Key Out 

Compatible with the video mixer 
in your studio ensemble. 



External Power Supply 

Required for A-500. Optional 
for all other Amigas. 

Trade-in Program 

Contact your Amiga Dealer or 
VidTech and upgrade from your 
genlock to the broadcast quality 
of ScanLock. 

Dealer Demonstration Program 

Serious video dealers should 
contact VidTech for details. 

Warranty and Support 

ScanLock comes with a full year 
warranty and 800 number for 
customer service and support. 

Call or write us today: 
VidTech International Inc. 

2822 NW 79th Avenue 
Miami, Florida 33122 
800-727-2261 or 305-477-2228 
Fax 305-59 M 651 

Prices: 

NTSC- $995/ PAL- SI, 095 
U.S. Distribution by 
Micro-Pace, Inc. 
Champaign, Ilk 
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Circle 124 on Rdacfer Service card. 
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Figure One 



The latter t^'o examples go a few 
steps further in producing more realistic 
shadows. Most shadows in real life are 
not stark, hard, and black. They are soft 
and eye-pleasing. Light shadows in art 
can accent your creations. Black shad- 
ows are really too artificial., like a 
computer screen! By the way, for the 
smootliing technique shown, you need 
a black-to-white spread in your palette 
(next to logo), because what it's actually 
doing is creating a mini-spread (see 
magnifying glass in Figure One). Any- 
way, in this particular case, I felt tlie logo 
needed more than a shadow — it needed 
to be more, well, animaced! 

First thing is to start from a 2-D flat 
side view and have it spin around 90 
degrees, until it is a full front view. Very 
easy to dor just create some frames (we'll 
use 16 here), stamp down your logo on 
the first frame, click on Undo, go to tlae 
MOVE register, t>^pe in 90 degrees in tlie 
'*Y" angle box and click in tlie "go to" 
direction box, then preview, to check it. 
If it looks OK, hit Draw. Now you have 
a logo than spins from tlie side into full 
view. Now we're going to add a light 
source. 

With your second (unused) set of 
16 colors, create a black-to-gold-to- 
black spread as shown in Figure One. 
Then go to frame one in your l6-frame 
animation. Using the Fill tool, color tlie 
first frame logo in witli the first color 
used in your spread (which is black). Go 
to frame t^^o and fill in your logo with 
the second color in your spread. Repeat 
the process "next color-next frame" until 



you have done all I6 frames and used all 
16 colors (witli frame 8 being pure gold). 
Then play your animation. 

Not bad, eh? A normal spinning 
logo becomes a black metal object spin- 
ning around as it reflects a golden hue of 
light! The most important tiling is, like 
the shadow, it looks more "rear. A real 
metal logo spinning would always reflect 
light in tlie real world. Experiment. Use 
longer spreads. Have your object spin 
and reflect flrst a bright blue light, then a 
soft golden light! 

Well, our project is almost com- 
plete. I felt it would look good to have a 
gold reflection of light pass over the 
entire logo/title, after the logo has spun 
for a bit and tlie title type has made its 
appearance. Figure Two shows various 
frames of this final animation. The first 
thing to do is to take the same black-to- 
gold-to-black spread and make a col- 
umn. To do this, set it as a "range" in the 
palette, click your right button on the FUl 
tool and display the "Fill Type" register. 
Choose the side-to-side (middle) gradi- 
ent and slide the dither all the way to the 
left (no dither). Go to your swap screen 
and clear it to a black background then 
draw a couple of long tliin columns of 
various sizes right next to each other. Fi- 
nally, pick them up as brushes and with 
die "Shear" option in die BRUSH/RO- 
TATE menu, tilt the set of columns about 
45 degrees until they look similar to the 
three columns in tlie lower left comer of 
Figure Two. 

WeVe created our glint of light. 
Now let's put it in motion. 



Figure Two 

First, create enough frames so the 
motion is smooth, but flashes by as real 
light would. Alter you've created the 
frames, create a stencil that locks out all 
colors except your gold-to-black spreads 
and the black color of the logo/title. 
Once this is done correcdy. you will be 
able to take your gold brush and pass it 
"'behind'' your logo/title under the w*hite 
background. Next, move the handle of 
your brush ("Place" under the BRUSH/ 
HANDLE menu) off to one side so you 
can stamp it down off screen. 

Finally, just stamp your gold brush 
down offscreen to the left and go into the 
MOVE register. Since we want to move it 
along its "X" axis, type a large number 
(around 500 or so for overscan, io-res 
interlace) into the "X" distance and click 
on tlie "go from" icon in the Direction 
section. Spend some time previe^'ing. 
Try different distances, speeds, and 
numbers of frames. When it looks good, 
hit Draw, and you will see an animated 
golden light passing over your logo/tide! 
Also try different gold (or any color) 
columns. I recendy did one large column 
instead of three smaller ones, and it 
looked excellent as well. 

In the end, Catherine loved the 
way the animations came out, and the 
hospital has been running it at the begin- 
ning of its program ever since. Most 
simple graphics and animations can be 
improved through just a little extra work. 
Making flat arr^'^ork take on a real 3-D 
texaired look is what the Amiga excels at 
and it's tliat extra "shine" that will really 
grab people's attention. 

•AC* 
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Desktop Video 
in a University Setting 



by Jolin Steiner 



AS A LONG-TIME RESIDENT OF 
North Dakota, I have become accustomed 
to the disdainful remarks and jokes — usu- 
ally made by acquaintances of mine who 
live in more populated areas of the coun- 
try — which poke fun at my state of resi- 
dence. However, w^hile North Dakota may 
have a reputation for being "out in the 
sticks," its universities enjoy a reputation 
for being among the best in the country. 
The campus of North Dakota State Univer- 
sity, located in Fargo, provides an unsur- 
passed atmosphere for learning. When the 
Amiga first arrived on the scene in late 
1985, the North Dakota Slate University Ex- 
tension Seivice was just beginning to look 
for computer equipment to assist the staff 
in its presentation graphics and video pro- 
duction departments. The Extension Serv- 
ice is responsible for disseminating infor- 
mation and research from the University to 
the residents of North Dakota via work- 
shops, extension classes, and a netv^^ork of 
offices located throughout the state. Over 
the years, the Extension Service has ex- 
panded on the services it does provide, re- 
quiring consideration of computer systems 
to assist in the production of instructional 
media for Extension Service specialists and 
other University departments. 

The video production facilit^^ is re- 
sponsible for providing informational and 
instructional videos for tlie Extension Serv- 




At work at the Nortti Dakota Stole University Extension 

Service: Graphic Artist Sherry Reisenauer (fop) and 

Video Production Assistant Randy Cadweli (bottom). 
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Left: Figure One 
Right: Figure Two 
Botti scenes are 
from animations 
produced by 
graphic artist 
Sherry Reisenauer. 



ice. Instructional video produaion has 
always been a priority and^ early on, a large 
percentage of die Service's budget was 
allocated to renting time in professional 
video studios that had video-titling equip- 
ment. Video production staffers soon saw 
the Amiga as a way to bring production 
fully in-house and reduce costs at the same 
time. 

Their first system was an Amiga 
2000HD with Pro Video Plus software and 
DeluxePhotoLab. They put the Amiga to 
work immediately, integrating it into their 
3/4-inch Sony professional video-editing 
system via a Digital Creations SuperGen 
genlock. At virtually the same time, the 
Extension Graphic Arts department began 
looking for a computer system that could 
be used to create color slides, transparen- 
cies, and other presentation visuals, as well 
as to generate animations which would be 
used to furtlier enhance instructional 
videos. 

Staffed graphic artist Sherry 
Reisenauer looked at several systems that 
were then currently available and decided 
that tlie Amiga provided tlie most features 
and the best cost/performance ratio. 
Before getting an Amiga system, all 
presentation graphics were painstakingly 
generated by hand. Now over 60 percent of 
Sherry^'s work is computer-generated. And 
with word having gotten around about tlie 
high-quality graphics being produced by 
die department, her ser\aces are tiiat much 
more in demand. Large displays and poster 
graphics are the only works that are not 
fully computer-generated in her 
department, and some tliese often contain 
some Amiga-generated parts. 

Ttie final system Sherry chose for her 
work consists of an Amiga 2000HD witli a 
complete line of Amiga graphics 
accessories. The computer has been 



equipped with 3 MB of RAiM, an Advanced 
Graphic Adapter (flickerFixer) from 
Microway, a NEC MukiSync Plus monitor, 
SumniaSketch graphic tablet, Polaroid 
Palette with Imprint softrvare from 
American Liquid Light for making color 
slides, a Digi-View image digitizing 
package, and a Hewlett-Packard PaintJet 
printer. The software she selected for the 
graphic arts workstation consists of Pro 
Video Gold, DeluxePaint III, Turbo Silver, 
Professional Draw, and Professional Page. 

Sherry also chose two useful acces- 
sory packages; Pro Video Font set and the 
Professional Font Library from Classic 
Concepts. Sherry' uses DeluxePaint III for 
most of her work, widi Digi-View to assist, 
and an HP ScanJet connected to an MS- 
DOS system that is available in their depart- 
ment. She uses a program called Hijaak on 
her MS-DOS s)'stem to convert the scanned 
files into IFF format, and Dos-2-Dos to 
transfer them to tlie Amiga. DeluxePaint III 
is her animation program of choice, and 
she assists the video production depart- 
ment in generating hi-res animations for 
use in their instructional videos. 

One such animation [See Figure One] 
[demonstrates how ground water is re- 
charged during the hydrologic cycle. The 
animation shows the landscape with un- 
deriying strata. Storm clouds form, and rain 
begins falling. The animation then goes on 
to demonstrate how the water seeps 
through the topsoil, and travels via tempo- 
rary^ wetlands underground, thus recharg- 
ing the ^^ter table, and supplying semi- 
permanent wetlands (wedands that dry up 
during tlie hotter seasons) with a renewed 
supply of fresh water. 

The production, entided "WeUands: 
Our Timeless Treasures," [See Figure Two] 
also uses an animation to demonstrate wet- 
land flooding. As temporary wedands are 



drained, semi-permanent wedands over- 
flow, creating downstream flooding. The 
animation demonstrates how die wedands 
overflow, causing floods to occur down- 
stream. 

Video Production Coordinator Jerry 
Rostad and Video Production Assistant 
Randy Cadwell are responsible for creating 
most of die video projects for die Extension 
Service. Their first Amiga 2CX)0HD system 
has since been replaced with an .Amiga 
2500/30. The 2000HD is being used as a 
graphics workstation, and its IBM 
Bridgeboard is used to run a specialized 
video scripting software package. The 2500 
is also cormected to a FrameGrabber, 
which allows tlie digitizing of images 
directly from videotape. In addition to Pro 
Video Gold, diey are now using TV*Text 
Professional, Zuma Fonts and Kara Fonts 
for their video tiding applications. They 
also have DeluxePaint III, which they use 
to create more sophisticated tide 
animations. The Sony RM450 video editor 
is connected to a state-of-the-art 3/4-inch 
Sony recorder and player, and the 
SuperGen genlock output is integrated into 
their system so tliat video titles can be 
overiayed onto the player's video output. 

Jerry is eagerly awaiting the NewTek 
Video Toaster, and he is quite sure that the 
Toaster will be the Extension Senice's next 
major acquisition. They will be moving to 
larger facOities within the next two years, 
and expect to use the Amiga in interactive 
video applications. Beyond that, they have 
only just begun to think about interactive 
multimedia presentations, but you can be 
sure diat die Amiga will continue to be the 
central core of their interactive muldmedia 
operadons for a long time to come. 

•AC- 
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{Andy A wards , co ntimiedfrom page 24) 
complete rehearsal. When I arrived one- 
and-a-half hours before show tinie, mul- 
tiple checks and rechecks on equipment 
and scripting were still in full swing. On site 
since five a.m., tlie harangued crew exhib- 
ited a bit of pre-show tension and there 
were isolated cases of "ner^-es breaking 
out", but such anxious moments were 
quickly joked away. As difficulties cropped 
up, tliey were effectively traced and but- 
toned down. 

The Group was positioned on ±e 
center balcony of the Waldorf-Astoria's 
Grand Ballroom. Below tlie balcony, a myr- 
iad of tables was prepared by an army of 
waiters for the media people attending the 
award ceremony. Three large \^ideo projec- 
tion screens filled the stage area, and still 
video images illuminated the side stage 
walls, providing a colorful frame for the live 
video still to come. On schedule, the ball- 
room floor filled with several hundred 
attendees, and tlie iMaster of Ceremonies 
welcomed all to the 1990 Andy Awards. 

iMembers of The Nealy Group in- 
standy directed dieir highly charged sense 
of anticipation into actual execution of tlie 
production — it was \'er^^ much a concerted, 
smoothly run effon. Nealy and his call 
manager effectively directed orders into 
their headset mikes; video projectors 
flashed into life as the sounduack re- 
sounded throughout the ballroom. 

The all-important opening video 
piece— a clever and humorous assemblage 
of live video, animation, and special ef- 
fects, trademarked a "corpOrock" by The 
Nealy Group — introduced the Andy 
Awards panel of judges, but included no 
credits to indicate diat the Amiga was used 
to create the great computer graphics and 
video effects. 

Nevertheless, behind the scenes, the 
familiar profiles of tliree Amiga 2000s stood 
out among tiie stacks of assembled equip- 
ment and miles of snaked cables. Certainly, 
the thought of tlie Amiga as the command 
center for a professionally produced multi- 
media live presentation paints an exciting 
picture! 

Mr. Dispoto and Mr. Tishberg were 
virtually glued to their 122-page scripts, 
monitors, keyboards, and chairs for the 
entire production. On cue they keyed com- 
mands to call up graphics and tides stored 
in tlieir hard drives using Pro Video Gold 



Professional Quality Full Color Video Digitizing 
Pro-Res sun video interface 

* interface any color video still frame to your digitizer without a color wheel. 

* Controf and Modify the Video before you digitize. 

* Pfeview the Adjustments real-^me on your RGB Monitor, 

* Professional Results. 

Accurate Regenerated Vertical and Horizontal Sync Pulses 
True 75 ohm Input / output loads 
Special Syncdrcuits lor Stlll-vldeo and VCR Video 

* Easy to Use 

Automatic operation with NEWTEK'S Digi-Vlew'*' 
Manual Stepping with other Slow-Scan Digitizers 

NOW SHIPPING RETAIL $399." 



Full Color Postscript^" Printing For Under $5,000.- ? 
Impossible.... t^m/7 Now! Introducing 

ColOrDri Ve Color PostscnpV- Pdmer Driver 

* Drives the most common color printers used with the Amiga 

Up to 300 DPI, 3 & 4 coior separations, A & B page size 

* Full Color Desktop Publishing Support 

Bit-mapped & structured color graphics; color text 

* Downloadable Fonts Standard 35 fonts available 
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circle 110 on Reader Service card. 

sofm^are to accompany 30-second T\'' spots 
and still ad graphics. The bulk of the work 
was designed, rendered, and saved in the 
weeks preceding tlie show. 

It is important not to overlook the fact 
that the mastery here is twofold r tJie con- 
ception, design and creation of the graphics 
and sound comprise the raw data for a live 
perfomiance; but ultimately, tl:ie responsi- 
bility to bring this data togetlier in a suc- 
cessful presentation rests squarely witli the 
director. Given Mr. Nealy's vision, creativity 
and gumption, we cannot be surprised at 
the degree of his success. 

•AC- 
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(RAM Barrier, continued from page 25) 
Chances are good that most of 

chem actually contained very little 
motion. In fact lots of motion may have 
an adverse effect and distract from the 
overall intention. If you have ever tried 
to make several large objects move in 
various directions, you know with only 
1 meg you usually am out of memory' 
pretty fast. One example of how to save 
memorj^ would be as follows: instead of 
making a big spaceship move across 
the screen, have several small stars in 



BITPDVNE CHART 



1 Bitplane 

2 Bitpianes 

3 Bitpianes 

4 Bitpianes 

5 Bitpianes 

6 Bitpianes 



2 colors 
4 colors 
8 colors 
16 colors 
32 colors 
4096 colors 



tlie distance move and maybe have the 
ship sway slightly as it remains station- 
ary^ in tlie middle of tlie screen. Creating 
the effect of motion in this case looks 
more realistic and cuts down on total 
frames needed (a loop animation of 
stars perhaps). 

The tiling to remember is^ the 
more changes in your animation, the 
larger the end result will be. With just a 
few changes in your animation, you can 
actually have a finished product tliat 
lasts several minutes. 

ANIMATION SPEEDS 

Less memory' brings up anotlier 
point ... speed. Some of tlie more in- 
volved animations tend to get a little 
sluggish as they play on a 1-meg ma- 
chine. The reason for this is, not only 
does each frame take up a bit of tlie 
computer's memory but with the 
"Anim" format, the computer must cal- 
culate die '' changes" from frame to 
frame. In DeluxePaint III the reason 
you can have long animations is die 
computer only plays the CHANGES 
from frame to frame. That's v^'hy a tiny 
bouncing bail can last for diousands of 
frames and a half-page-sized ball may 
limit you to only 30 frames. There are a 
few ways to correct the speed. First 



would be to make sure there are very 

few changes from frame to frame, so the 
computer doesn't have to spend as 
much time calculating. 

The best way to get perfect uni- 
form speed is to switch to "expanded" 
mode in DeluxePaint III. Expanded 
mode does no calculating of the 
changes from frame to frame. Instead it 
just ''flips" the pages in true animation 
tradition. While in most cases you end 
up with fewer frames to work with, 
since the computer must store an entire 
page instead of each "change", you get 
much more uniform speed and the 
computer does not bog down with 
calculations. Before doing any anima- 
tion, try expanded mode first and see if 
you ha\^e enough frames to work ^ith 
... you are guaranteed much smoother 
results. If you need more frames^ the 
default "compressed'' mode does just 
fine. 

ANIMATION PLA YERS 

There are numerous animation 
players in tlie public domain that can be 
used. .\lso, most animation programs, 
including DeluxePaint III and Sculpt- 
Animate 4D, include separate player 
programs. What is tlie advantage to 
using these separate players? Well just 
about everything. You w^ill definitely 
see your compression calculation, ani- 
mation speed, and smootliness all 
improve when using a player. Wlien 
you run your animation program there 
is ver}^ little room for much else to run 
smoodily. By "quitting" the program 
you obviously free up that large chunk 
of RAiM odierwise occupied by the 
program. 

Most players take up very litde 
memo^v^ allowing your animations to 
run longer, and a lot more smootlily. 

HARD DRIVE MEGA'ANIMA TIONS 

No matter how much memory we 
have, we all must face tlie fact that 
animations rarely last more dian a few 
seconds. Some users have small video 
businesses and maybe an editing sys- 
tem, but lack the money for a dedicated 
frame controller w^ith software. Well, if 
you own a hard drive you can over- 
come at least some of the constraints 
inherent in RAiM. For example, first cre- 
ate an animation with Sculpt 4D. Make 



it hundreds of frames long, widi all 
kinds of spinning objects and scvooping 
camera angles. But before you go to 
render it, choose the non-compression 
mode in Sculpt 4D (this is the opposite 
choice of choosing "Ram Animation" or 
"Anim-5"). 

Then change "Saves Images" to 
yes. This saves each frame direcdy to 
your hard disk as a picture, rather dian 
compressing just the changes into a 
RAM animation. 

Once you have all the single 
images saved on your hard drive, use a 
program such as Elan Perfonner to 
assemble it. 

In Elan Performer, you attach 
each frame to a key — about 30 at a time 
(don't worry. Sculpt automatically 
numbers each frame in rendering). 
Once you have the first 30 loaded into 
memor>% play your animation and rec- 
ord it. Then load in the second 30, and 
repeat the process. After all the seg- 
ments have been dumped onto tape 
they can easily be edited together. 

The resulting animations can be 
MINUTES in lengdi, and you can even 
use tliou sands of colors with higher 
resolutions, as long as you only work 
with sections of your animadon in 
memory at one time. While attaching 
each picture to a key is at first rather 
tedious, with Elan Performer you can 
save the entire key set-up as an ''Envi- 
ronment." And as long as you always 
use the same animation file name for 
your '"lake" with Sculpt-Animate 4D, 
the key environments can be used over 
and over. For tliose interested, Elan 
Performer is an excellent slidesho^ 
frame presentation program diat allows 
easy manipulation of graphics and 
animations. 

Experiment widi the above tech- 
niques, and your animations will be- 
come smoother, faster, longer, and 
more realistic. While these tips cannot 
totally free you of limitations in animat- 
ing, they are certainly cheaper to imple- 
ment than having to purchase more 
RAM boards and extra processors. In 
fact, diey are so inexpensive and easy to 
master — ^you can put them to use right 

now! 

•AC* 
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AC Disks 

Source code and executable programs included 
for all articles printed inAmazing Computing. 





ACV35andACV3.9 

Gels In MuttlForth Parts 1 & 11: 
Learn how so u&e Gels m Mu1[j Forth. 
Author: Jofm Bushakra 



FFP & IEEE: An Exarpfe o? using FFP S, IEEE mam 
roy lines in Modula-2. Autnor: Steve Fawszev^^te 

CAl: A completd Com putflf Aided InstruCtiort program 
wth ediior written in AmigaBASlC. 
Author: Paul Castonguay 

Tumblin' Totsr A complf Je game written in Assembly 
language. Save me failing babies in this game. 
Author: Davd Ashley 

VGftdr A gadget editor that allows yoj to easly ceate 
ga<jgets. The program th^ generates C code that you 
can use in your own programs. 
Author: Stephen VermeuSen 

MenuEd: A menu ed tor :tiat a^ows you to easily create 
menus. V)s prog-am men generates C code tnat you 
can use in your own programs. Author: David Pehrson 

Bspread: A powerful spread sh&et program written in 
AmigaBASIC. Author Bryan CattSy 



ACV4^arMlACV4.4 

Fractals Part I: An introduction 
to the basics of fracta's wilh examples 
in AmigaBASIC, True BASIC, ar^ C. 
Author: Pati Castonguay 

Shared Libfaries; C sou'ce and execuiable code that 
shows the us^ of shared itsranes. Author; Jo Jin Baez 

MuHiSofl: Sorting and tn:ertask communication in 
yodu!a-2. Autt:or: Steve FaMfiszewski 

Double Playfield: Shows how to use dual pteyfiekls in 
AmigaBASIC. Author: Robert D'Asto 

'881 Math Part I: Progranming the eSBSl mam 
coprocessor chfp in C Author: Read Predmore 

Args: Pasang arguments to an AmigaBASIC program 
from ttie CLI. Author; Brian Zupke 



ACV4.5andAC V4.6 

Digitized Sound: Using th-e 

AudiO-de'/ice to o'ay digitized souids 
in Modufe-S. Author: Len A. White 

'&31 Math Part II: Part (I of prograjnming the 68881 
matfi coprocessor cNp usrig a fractal samjrfe. 
Autbor: Read Predmore 

At Your Request: Using ine system supplied re- 
quesiors from AmfgaBASlD. Aumer; John F, Wetdsrtiirn 

Insta Sound: Taoar-g the Amiga's sound from Ami- 
gaBASIC using me Wave command. 
Author: Greg Strir^feltow 

MIDI Out: A MfDI program that you can ejtpand upon. 
Wrinen m C, Author: Br, Ser^m Wrnsfow 

Diskless CompJSer: Seeing up a compEler enviromient 
that doesn't need floppies. Authon Chuck Raudonis 



AC V4.7 and AC V4.B 

Fractals Part II: Part II on fractals ar«i 
graphics on the Amjga in AmigaBASIC 
ar>d Tn;e BASIC. Author: Paul Castonguay 





Analog Joysticks: The code for using analog joysticks on 
the Amiga. Written in C. Author: David Kmer 

C Notes: A sinall program to search a file for a specific 
string in C. Author: Stephen Kemp 

Better String Gadgets: How to tap me power of smng 

gadgets in C, Autf-.or: John Bishakra 

On Your Atert; Using the system's alerts from 

AmigaBASIC- Aumor: John F. Wiederhirn 

Batch Files: Executing batch files from AmigaBASIC. 
Author: f^ari<AydeQatte 

C Notes: The t>eginning of a utility program in C. 

Author: Ste^^en Kemp 




Memory Squares : Test ycHir memory with 
tnis AmigaBASIC gaite. 
Author: Mike Morrison 

H*gh Octane Colors: Us« dimenng n AmigaBASIC to get 
the appearance of many more coJors 
Aulhor: Robert D'Asto 

Cell Animation; Usng ceO animator in Modula-2. 
Author: Nich.ctas C::aselEa 

Improving Graphics: Improve the way your program looks 

no matter what screen it opens on. In 6. 

Author: Richard Martin 

Gils In Multi-Fort h-Part 3: The [NixJ and finaJ pan on 

usng Ge:s in Fonh. Author: John Bushakia 

C Notes V4.9: Look at a simple utifity program in C. 

Author: Stej^nen Kemp 

1 0_CelE$: A program that Simu^es a one^mensional 
cecuiar automata. Aumor Bussel Walace 

Colourscope: A shareware program that shows different 
graphic designs. Au:hor: Russell WaJlace 

ShowlLBM: A program T^: asp!a;S 0-res. f^-rss, interface 
and HAM IFFpctjris. Au:no': Russel Wa''ace 

LabyrJnlhJI: Ro:f piaymg ie3(t adventjre game. 
Author: Russell Wallace 

«ost: Te« file reader that mn display one or more fi?es. 
The program wH automadcally (orniat the text tor you. 
Auttior: Russell Wallace 

Tenrtinatof : A virus protection program. 
Aulhor: RusseJl Wallace 



ACV4.1Q4AC V4.11 




Typing Tutor: A program written in 

AmigaBASIC mat wtfl help you improve 



your typing. Author: M<ke Morrison 



Glatt's Gadgets: Using gadgets in AssemPiy language. 

Author JetfG'ai 

Furwlkjn Evaluator: A program mat accepts mathamatical 

functions arc &va!jates mem. Written in C. 
Author: Rar^ Finch 

Fractals: Part III: AmigaBASIC code that shows you how 

to save'oaa pf;:i;:es to dtsK. Au'Jior: Pauf Castonguay 

More Requestors: Usir^g system calls in AmigaBASIC to 
build requestors. Author: John Wiederhirn 

MylthForth: implementing tf>e ARP Ibrary from Forth. 
Auttxw: LonnieA. Watson 



Search Utility : A file search utiBty written in C. 
Aumor: Stephen Kemp 

Fast Pk:^: Re*wrttir^ me pixel drawing routne in 
Assembly language for speed. Author: Scott Steinman 

S4 Colors: Using extra-haff-brite mode in AmigaBASIC. 
Author: Bryan Catley 

Fast Fractats: A last fractal program wrttien ia C with 
Assam Wy language subroutines. 
Author; Hugo M, H, Lypperts 

Muttilasklng in Fortran: AJl me hajxl work is done here so 
you can multitask in Fortran. Aumon Jim Locker 



ACV4J2iACV5,1 

Arexx Part Mr Information on how to set 
up your own ARexx programs with 




eitamples. Ault^r: Steve Gilmor, 



Ltggo My LOGO: A Logo program that generates a 

Christmas tree wm decorations. Author: MiVe Monison. 

Trees and Recursion: An introduction to binary trees and 
bow to use recursion. Written in C, Author; Forest Arnold. 

C Noles: A look at two da^ compressing technique in C. 
Author: Stephen Kemp 

Animation? BASICally: Using cell animation with 
AmigaBASIC. Aumor; Mike Morrison 

Menu Builder: A ut! ty to hefp btiid menus in your own 
programs, Whnen ih C. Author; Tony P^esttm, 

Duar Demo: How to use dual playfields to make your own 
arcade games. Written in C. Aulhor: Thomas Eshetman. 

Scantling the Scre^: Pa,^ four in t^,e fractals ser.es. T?is 
article covers drawing to the screen. In AmigaBASIC and 
TrueSasiC. Author: Paul Castonguay. 

C Notes: Recursive functions in C. 

Author: Stephen Kemp. 




Dynamic Memoryl: RexiPle string 
gadget requester u^ng dynamic memory 
allocat*on. Author Randy Finch. 

CatI Assembly language from BASIC; Add speed to 
your programs wim Assembly. Aumor Marjn F. Comtjs. 

Cofwndrumr An AmigaBASIC program that is a puzzle- 
bke game. simSar to the game Simon. 
Author: Dave Senger, 

Musk: TUtef: Ger^erates a titJer display to accompany the 
aufliO on a VCR recording, Author Brian ZupKe 

C Notes From the C Group: Whs'ng functions that accept 

a variable number of arguments. Author: Stephen Kemp 

Screen Saver: A quidt remedy to prolong the life of yoar 
monitor. Author: Br^an Catley 



K^. AC V 5.4 i AC 5.5 




Bridging The 3.5" Chasm: Waking 
Amiga 3.5' drrves compatabfe with IBM 
3.5* drives. Autfw: Karl D, BeJsom. 

Ham Bone; A neat program that illustrates programming 
in HAW mode. Author: Robert D'Asto. 



I 




Handling Gadget arxl Mouse tntulEvents: More 
gadgets in Assembly language. Author: Jeff GlatL 

Super Bitmaps In BASIC; Holding a graphics (£splay 
larger than the moitor screen. Author: Jason Cahill 

Rounding Off Your Numtjers; Programming routines 
to make rounding you numbers a little easier. 
Author; Sedgwck Simons 

House Gadgets: Faster BASIC mouse input. 
Author; Miichael Fahrion 

Print Utility: A hofflemad print utility, with some ewa 
added features. Aumor: Brian Zupke 

Bto-feedbadclie detector Device: Build your own lie 
detector device- Aumor Jotn low^e. 

Do n By Remote; Build an Amiga-operated remote 
controller for your home. Author: Andre Theberge 



AC V5.6 & VS.7 

Convergence: Part five of the 
J|!_i^=^ Fractal series. 
Author; Paul Castonguay 

Amiga Turtle Graphics: Computer graphics and 
programming wim a LOGO-! ke ^aphics system. 
Aumor; Dyii^ Mn^laT,ee 

C Notes; Doing linked list and dout^y linked lists in C. 

Author: Stephen Kemp 

Tfft Travefsal & Tree Stansh: Two common methods 

for traversi r^ trees Ajthor: Forest W. Arno'd 

Exceptional Conduct: A cu=ck response to user 

requests, achieved through efficient program logic. 
Author: Mark Cashman, 

Getting to the Point: Custom intuition pointers in 
AmigaBASIC, Aumar; Roben D'Asto 

Crunchy Frog It: Adding windows and other odds and 
encs. Author: Jim Fiore 

Synchroncitity: Right and eft brain lateral nation. 

AutTor: jQhr, lov^ne 

G Noles From the C Group: Doubly linked im 

revisited, Author; Stephen Kemp 

Ptjor Man's Spreadsheet A simple spJ'ead&heet 
program thatdemonstratesrran^utating arrays. 

Author: Gerry L. Penrose. 



AC V5.a 

1 1 i^Fully Utilizing the 6881 Math 

Coprocessor Part III: Timings and 
Turtx>^P,-ie! Function, 
Aulhor: Read Predmore, Pn D. 

C Motes From the C Group: Functions supporting 

doubfy-linked Itsts. Aumor: Stephen Kemp 

APL and Iht Amiga: Programming APL on the Amiga. 
Aulhor; Henry T. Lippen, Ed D. 



To be 
continued.. 
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da^ in 6^^ m& ok 

Amigas In Television 



by Frank McMahon 



FOR YEARS NOW WE'VE HEARD HOW THE AMIGA IS BEING USED IN VARIOUS 

network and cable television situations, but little Ls told about what professionals in this field 
actually DO with their Amigas. Until now, tliat is, because you're about to see exactly how 
five Amigas are put to work daily at Westeriy Cable Television (a division of Colony 
Communications, Inc.) in Westerly, Rliode Island. 



When I started as production 
supervisor there three years ago I had 
already used the Amiga in a wide variet)^ of 
productions, I truly hoped ihat in a 
supervisory role at a television station I 
could incorporate Amigas into various 
stages of production and development. 
During the past three years chat is what I 
have done, and now Amigas play a major 
role in the daily job of producing television 
programs and running various cable 
channels. 

12:00 NOON— ON-AIR AMIGA 
BUILETINBOARD 

lis noontime, and the production 
people are just coming in. With cable, most 
of tlie programming and shoots take place 
in the late afternoon and at night. 
Sometimes it's a rough job, but at least you 
do get to sleep in late. 

One of the first diings that gets 
checked is our on-air Amiga bulletin board. 
Up for almost two years now, this Amiga 
500 is equipped with a ProGEN genlock 
and is plugged into **WCTV", our local 
public access channel 13. We broadcast a 
mbcture of public access or "public- 
produced'' programming, in addition to 
local origination shows produced by 
Westerly Cable staffers, on this channel. 

When we're not on the air, the Amiga 
500 rotates a mixture of local 
announcements, programming schedules, 
paid ads, and upcoming events. While 
most local cable stations show pages upon 
pages of rv\^o-coior text during the day, 



^'eYe able to include ever^^thing from 
digital frames taken from upcoming shows, 
to original graphics promoting the station, 
to spinning animations of our station's 
logo. A big part of what we do is working 
widi the communiC}^ and highlighting local 
events and fund raisers. Local chapters of 
organizations are able to come to us widi a 
sketched-out ad and we're able to set it in 
motion. Recently, a group handling a 
United Way drive wanted to be able to 
keep people in the communit)^ updated as 
to how much money was being raised on 
a weekly basis. At die same time, they 
wanted to continue to promote the fact that 
diey had a specific goal to reach. The drive 
organizers gave us a black-and-white logo, 
and we came up with 3-D object created 
from their print, which was used in the 
televised ad. We also created a 
tliermometer graph in wire frame mode to 
depict how mucli money had been raised, 
and how much more was needed to reach 
the goal 

Both objects were ray traced with 
shadows and reflections, and an ad was 
created that ran on our local channel for 
several months. Widi Photon Paint we 
were able to change the total on tlie 
thermometer every^ week. 

The transformations that occurred 
when we went on-line were received widi 
an excellent response. Our channel (when 
scheduled programming wasn't on) was no 
longer just taking up space, it had become 
a colorftil splash diat grabbed die \iewer s 
attention and got diem to NOT immediately 



click past it. We tried different slideshow 
programs, everything from T\'' Show to 
Lights, Camera, Action and fmally setded 
on "Elan Performer" for our on-air rotation. 
While die other programs are able to do 
different wipes and fano' dissolves, 
Performer is so easy to use and user 
friendly chat for the past year we haven't 
used any other program. 

1:10PM-^DIGITIZING STATION 

^Vlong with die various shoots and 
editing going on, our second Amiga is busy 
back in the technical area. The set-up tliere 
includes an Amiga 500, Progressive 
Peripherals' Fram.eGrabber, and a 3/4- inch 
Sony 9800 deck. Chiara, one of our 
producQon assistants, is busy creating tiie 
new on-air pages. 

On this day, we have to create a paid 
ad, as well as update program listings for 
die coming week. Our client has given us 
his logo (on a business card) as well as a 
photograph of some guitars (he ov^*ns a 
music store). The logo and photos are shot 
with our studio cameras and put on 3/4- 
inch SP format tape. With our 9800 we are 
able to scan tlirough the tape and pick out 
shots (close-up, wide, crop, etc.) that will 
be the best to digitize. Since FrameGrabber 
shows you the live video running through 
the computer screen, we quickly get a good 
preview of how it will look on-air. 

When it looks good, it's digitized. We 
usually tiy to grab frames in 64 or 4096 
colors to produce die most accurate colors 
and shading. Most of the time, we can get 
by widi 64 colors (or less) but sometimes 
we need to use the HAJVI mode. 

Almost all of our work is created in 
DeluxePaint III. It allows us much creative 
freedom, die speed, and qualir>' we need to 
get things on-air in a timely manner. It is, 
quite simply, one of the most important 
graphic programs for AN^ computer. 
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If we need to work in HAM mode, we 
always pick up Photon Paint 2.0. It's 
dazzling array of feaaires and ease of use 
helps out with digital pictures. We also use 
Digi-Pamt III on some occasions^ but its 
inabilit}^ to w^ork in real-time overscan 
limits its use in many professional 
applications. However, its sheer speed 
can't be ignored — and isn't — if there is an 
approaching deadline. 

Our off-line Aniiga set-up is also used 
to update our local event and programming 
pages. Most local cable channels receive 
stacks of mail weekly, most of it press 
releases announcing ever^^hing from 
major city events and political meetings to 
local school plays and Elks club meetings. 
We do our best to keep up by dedicating 
"local event" pages in our rotation every 
week. The events pages consist of digitized 
or drawn backdrops (fall leaves, winter 
mountains, etc.) with square borders 
around outer edges. We use overscan on all 
pages, and add the border to keep all text 
within a "safe" viewing area, so it doe.sn*t 
get cut ofT on some TVs. We then darken 
the background to half-bright and t\^pe in 
the events in a bright color or white. It gives 
our events pages a seasonal feel while 
making them always easy to read. 

Also going up on diis day is a graphic 
to promote an upcoming film festival the 
station is holding. To do this, we create our 
station logo in DeluxePaint III and then 
convert it to a 3-D objea using DigiWorks 
3D. This allows us to use a ray-tracing 
program such as Sculpt- Animate 4D to not 
only create a realistic ad, but also include 
our fully-shaded 3-D station logo. The 
added depth has great impact for those 
viewers who are used to seeing similar 
graphics on tlie major networks. 

4:40FM^THE WORKHORSE AMIGA 

As I sit down to begin editing I turn on 
the editor itself, the monitors, the decks, all 
the video hardware, and lastly, our studio 
conuol room Amiga. Our most-used 
Amiga, in fact, is die 2500/30 tliat sits right 
next to oureditor^ — it's used in some way or 
anotJier on EVERY production. Our 2500 is 
equipped witli 5 megs of 32-bit RAM, a 
SuperGen genlock, 1 hard drive and two 
floppies, Mimetics' 24-bii FrameBuffer 
board, and Mimetics' 24-bit FrameGrabber 
board. Graphics are a big part of every 
show we produce. 

When you get right down to it, quality 
of graphics is one of tlie major differences 
between network and local cable 



programming. You can be watching an 
inteniew and not know whetlier it has 
been produced locally or by a network 
(much of our equipment is actually the 
same). However, once a ''super* (person's 
name genlocked in) is pulled up, or a title 
screen is faded into another, you usually 
know which your are watching. The 
ner^'^orks put as much effort into their on- 
air graphics as tliey put into their shows. 
Aimed with our Amiga we are able to 
take every show ^we produce and make it 



and animations with the Mimetics 
FrameBuffer using Sculpt-Animate 4D or 
Turbo Silver. While animations at this point 
need to be single frame recorded in 24-bil 
mode, it still allows us to achieve what only 
five years ago would have been 
inconceivable on any home computer. 

On tliis day I must edit our music video 
show. On our hard disk I store all the 
generic titles and logos needed. When a 
music video is edited in, I pull up our 
standard music video title animation. It's a 




look professional with dazzling graphics. 
While most of our tides and "supers" are 
created with DeluxePaint HI, I also 
incorporate three-dimensional graphics 
into the shows. Ray-traced images and 
animations are becoming more the norm 
witli each passing TV season. We are able 
to produce high-resolution 24-bit images 



long, colored bar that slides in as our logo 
slowly "assembles" itself from four 
different sections in the lower right comer. 
All I need to enter is the artist's name and 
the song title- 
After it is displayed I usually make it 
spin off in very fast motion. One thing we 
leained pretty quickly was that certain col- 
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top: WCTV Production Assistants Cttiara Stierwood and 

Maria Fusaro work the conffofs. 

bottom: Autttor under ttie trot ligtyfs of prime-time cable TV, 



ors and textures vv'ork going onto video, 
and some don't. We try to avoid using 
groups of high contrast colors. For the 
music show I usually put drop shadows on 
aU titles and logos tliat are genlocked in 
over die videos. With so much action, tiie 
dties may get lost in the shuffle. Most news 
and network shows do tlie same thing; that 
is, use a light colored font or logo with a 
dark black shadow. That way, if the video 
is bdghdy lit, or dark and moody, the 
graphics will still show up quite cleady. 
We've also learned not to get too busy 
when it comes to .\miga graphics. It's easy 
to design all kinds of shapes and use die 
thousands of colors available, but in the 
end tlie simplest graphics usually stand out. 
Most cable netvv^orks (like HBO and 
Sho^^ime) live by the same ailes. Even 
MT\^ has stuck with die same basic 3-letter 
logo over time. What we do, too. is design 



a simple logo 
and stick widi 
it^ — put it in die 
sho^^s as much 
as possible, 
thereby gaining 
exposure and 
recognition in 
the eyes of our 
viewers. 

After fmisii- 
ing work on tliis 
show, I add die 
closing credits. 
This time, I'll try 
something differ- 
ent. I've grabbed 
several different 
frames of the 
show with our 
Mimetics Fra- 
me Buffer. One 
unique thing that 
diis digitizer does 
is capture frames 
in 16 million col- 
ors. Once die 
picaire is stored 
in the Fra- 
meBuffer I can 
convert it to any 
Amiga resoludon 
I want. I save die 
image to RAM 
disk whenever I 
can, because it's 
so much faster 
loading and sav- 
ing as you work on a specific project. 
After converting it to different resolu- 
tions I setde on hi-res I6 color. With the 
dithering technique, the FrameBuffer's 
softu^are provides, it actually appears to 
be as many colors as, say, half-bright or 
HAM mode, but with added resolution. 
Using DeluxePaint IITs ANIM fea- 
tures, I construct several short anima- 
tions of the various pictures '*flying by", 
making use of tiie perspective feature. I 
always tiy to add a reflective glow 
mo\^ing across my graphics, giving diem 
an added 3-D feel. Creadon of diis quick 
flash of light is pretty simple, using the 
move register. The animations are 
genlocked over a videotape ^'hich con- 
tains dithered gradient fills created with 
die FrameBuffer, using bright blue to 
deep red spreads rendered in I6 million 
colors. Once that is dumped to tape, I am 



ready to include the animated end title 
sequence, wliich will be ovedayed onto the 
flying freeze frames. Widi our SuperGen 
genlock I also give it a slight blue tint by 
raising the background slider for an added 
effect. 

I realize diat this process leads to a few 
generations of copies, but luckily, by using 
3/4 -inch tape in the new SP mode, the 
signal stays strong and brilliant. Laying 
effects upon effects is very easy, and the 
end result looks excellent. It's also some- 
Umes quicker dian creating an ''all-in-one 
animation", and working in cable TV you 
do face deadlines. On occasion, we will still 
be editing and adding ±e final Amiga credit 
sequence with ainime just 3 minutes away! 
Of course, we always have to leave an exrra 
minute to rewind tlie tape! 

7:00 PM— THE AMIGA 
PAY PER-VIEW CHANNEL 

After a quick dinner, it's time to update 
our pay-per-view channel. It's not located 
in our studio, but rather, in a separate 
building called our "Head End". This is the 
main part of any cable system. Wliile our 
studio outputs our local channel, the Head 
End is where all cliannels are combined 
before they are sent out to subscribers. It's 
where all die main equipment is, including 
several satellite dishes. We currendy have a 
dedicated Amiga 500 that mns a separate 
channel (from our local one) tliat promotes 
our upcoming events as well as letting 
customers know of specials such as a free 
Disney preview or a half-price special on 
HBO. All the ads are created back at our 
digitizing station and are mosdy digitized 
pages. All major networks send us full- 
color ad sUcks which we usually redesign 
before diey are aired. Once again, we try to 
use 4096 colors whenever we can because 
the ads usually have a ^ade variet}^ of color 
and we want them to look their best. The 
channel goes out to eveiy subscriber and 
is one of our main promotional tools. 
Reaching everyone who recei\'es cable 24 
hours a day with full-color ads (and some- 
times animated logos) is something none of 
the odier media can match. If we have a pay 
channel special, every household receiving 
cable gets to see the ad. 

The rotadon needs to be changed, so 
we use Elan Performer to move various ads 
around. Right now there are only a few ads, 
so Elan loads diem all into RAA4 and rotates 
them from the RAM disk, which sa^^es wear 



48 Amazing Computing V5.8 ©1990 



What's Superb Video 
Without Great Audio? 

FOR THOSE WHO THINK THAT USE 
of tJie Amiga in television ends with video 
titling and animation, tliink again. The 
Amiga's audio capabilities are as impressive 
as the video end. We've used the intemai 
sounds on many productions, from short 
audio jingles to full-blown songs. For 
example, we recently needed audio for a 
ticking clock, --^ter searching through several 
disks full of digital sounds and sound effects, 
we fmaily referred back to Broderbund's 
Faniavision. I remembered that it included a 
demo animation of a ticking clock, and that 
sound sample worked like a charm. 

In addition to creating sound effects, 
we've used se\'eral programs over the 
years — including Sonix, M, and Deluxe 
Music Constaiction Set — to produce !end*in 
and musical segues. In recent months, I've 
started experimenting with HYPERCHORD, 
which allows die user to create complex riffs 
quickly and easily. Our mainstay, though, is 
Blue Ribbon Baker>''s excellent Bars& Pipes. 
Being a musician I Hnd this package to be the 
most natural and logical extension in music 
creation. Ease of use, plus the inclusion of 
txumy features and exceiien: support makes 
tliis a powerhouse of a program — the 
DeluxePaint of the Amiga music worid. Our 
monthly soap opera/adventure series 
(incidentally, ever\^ episode is written on an 
Amiga using the word processor Pen Pal ) that 
we produce was scored widi bits and pieces 
of various records from die start. But last 
mondi was the first episode to feature a fuil 
original score which I composed entirely on 
an Amiga 2000 using Bars&Pipes and a 
Kawai K-1 keyboard. A great television video 
production is noUiing without great audio 
and once again... only Amiga makes it 
possible! — FjM. 



and tear on tlie intemai disk drives. By [he 
way, all our on-air Amigas have been 
iTinning non-stop on the air for as long as 
t^^o years. Commodore has certainl)^ pro- 
duced a computer dian can stand up to 
hea\7 use, so don't feel bad next time you 
have to leave a ray-trace going overnight! 

7:45 PM—THE PREVUE GUIDE 

Our Pre\nje Guide Amiga is also at the 
Head End, and we n'&ed to add a graphic 
in its rotation to promote an upcoming pay- 
per-^'iew concert. Even given the many 
ways we use Amigas at our particular 
station, the Prevue Guide is a source of 
added inspiration in terms of what can be 



done in cable TV with these amazing 
machines. The Prevue Guide is a national 
channel that is completely controlled by an 
Amiga in each system that subscribes to ic. 
In factj the Amiga that runs our Prevue 
Guide was installed several years ago, has 
been here longer tlian any of the others, 
and is still going strong. 

If you receive cable and the Prevue 
Guide is on your system, you Ye not alone. 
Millions of viewers all across the nation 
ame into tlie Amiga-run service on a daily 
basis. For tliose that are unfamiliar with it, 
the basic screen is set up in 3 parts. The 
bottom part is made up of local listings that 
scroll continuously, telling viewers what is 
scheduled to appear on ever>^ channel on 
tlieir system, kind of like a video TV Guide. 
The listings are system specific for every 
city; several times a day, the information is 
downloaded to the Amiga from Prevaie 
Guide's main office and saved onto disk. 

The top half 
is split between 
promotional com- 
mercials for pay 
services 
(genlocked in 
from satellite!) 
and Amiga graph- 
ics, which die user 
can change or al- 
ter. Adding the 
concert ad is as 
simple as insert- 
ing the disk into 
the external drive 
and hitting reset 
to inform the 
computer that 
there is a new 
picture in the 
rotation. This 
channel also airs 
24 hours a day 
and is constantly 
updated auto- 
matically. Since 
this company has 
been in business 
for several years 
now, most of die 
systems (includ- 
ing ours) are mn 
on Amiga 1000s. 
That's right, mil- 



lions of cable viewers everyday depend on 
and watch the classic 1000s, 

R'SOPM—ONE LAST GRAPHIC 

Back at tiie studio, a studio production 
is taking place. Another way diat the Amiga 
is able to add life to a program is to store up 
graphics and fade tliem up at just the right 
time. Studio productions, especially news 
programs, benefit by having animations 
and over-the*shoulder graphics genlocked 
over in real-time. Once again we use Elan 
Performer or one of several slide show 
programs, and assign each graphic to a key. 
Once it's time, we just liit the key and slide 
in the grapliic. Some shows are not edited 
and take place in real-time, and witli the 
memory storage and speed of our studio 
2500/30, w^e are able to have everything set 
up aliead of time. 

At die digitizing station, work is near- 
ing completion on an ad to promote our 




me Amiga plays a key role in all facets of 
television production at Westeriy Cable, 
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"Television Programs" 

WHILE WE'VE TRIED NUMEROUS PROGRAMS OVER THE YEARS, THERE 
are just a few that we've stuck wiih that seem to generate the most use. 
DeluxePaint III and Sculpt -Animate 4D head the list. While there are other paint 
programs that have more effects or colors, DeluxePaint is easy to use, powerful, 
and having animation built in comes in ver>' handy. Sculpt- Animate 4D also has 
built in animation and produces excellent logos, titles, and designs (especially 
when used with our 24-bit framebuffer board). While Turbo Silver is certainly 
packed with more features (including textures and better lighting control), 
Sculpt tends to be a bit more user friendly and lets us create basic ray-traced 
images quickly. Wliile Photon Paint II and Digi-Pamt 111 are used every week, 
our underdog Is DeluxePhotoLab. For image manipulation of digital pictures, 
it gets a lot of use at the studio. We also use Animagic from Oxxi/Aegis to create 
transitions and D\^ (Digital Video Effects - page spinning, shatter, burst- 
dissolves, etc.) effects. It is a little difficult to use and cenainly needs several megs 
to create tlie kind of effects it promotes, but the options and dazzling effects 
this program creates cannot be done by any other Amiga program. We have 
always been on tlie look out for a programmable Amiga D\'^ program and this 
one lias been the best one we've used so far. We also use a LOT of fonts and 
font programs. Our favorites continue to be the KaraFont Series. These color 
fonts add a professional touch to any production and are one of tlie few font 
series we've seen that are trulv built for television. — f.AL 



public access class. For diose 
unfamiliar widi public access, 
most cable stations provide a 
local channel for the public to 
use. And cable systems also 
provide training as well as stu- 
dio and portable television 
equipment, so that anyone can 
produce their own cable show. 
We do diis as a public service to 
our residents and w^e try to pro- 
mote it as best we can. A week 
earlier we held a studio class 
and with one of our portable 
cameras, we got all kinds of 
shots. People breaking down 
equipment, learning editing, 
etc. Now we are taking the 
footage and running it through 
our digitizer ... looking for the 
best shots. Once we have 
logged and selected the best 
ones, they are grabbed in HAiM 
mode. After shrinking them 
down and doing a Httle bit of 
remapping colors, we as- 
sembled an ad to run on our 
local channel. The ad tells 
about tlie course and features 
the best "shots" from an actual 
access class. We finish it just a 
little before 9 -00pm and are 
able to get it on the air before 
the staff heads home. 



left: Some of the works produced and 
utilized by Wesferty Cable, 



9:00 PM^-QUnriNG TIME 

After a long day it may seem that we've 
spent it entirely on die Amigas — on some 
days, that's kind of true. The Amiga is 
certainly die computer best suited for use in 
any visual medium. And given its low price, 
it can easily be included in most stations' 
budgets. At Westerly Cable, we've 
managed to incorporate it into almost all 
elements of our daily process of creating 
programs and running local channels. 

But we don't intend to stop ±ere. We 
eventually hope to use Amigas to: keep 
track of our equipment sign-out and 
programming logs. Maintain databases of 
castings for various shows and 
productions, with digital pictures and 
resumes for each stored on hard disk. 
Create informational programs to help train 
new access people and keep them up-to- 
date with new equipment and teclmology. 
Use the Amiga in place of more expensive 
dedicated equipment, such as 
teleprompter and music storage. New 
software allows our Amigas to be used as 
edit controllers for our 3/4 A/B roll 
system. 

The possibilities are endless, and as 
our studio grows, so will the potential uses 
for our Amigas. I can't imagine rumiing a 
studio now wiUiout tliem, and as we 
progress into the future, one thing is 
certain; Amigas are helping us make 
GREAT television at Westerly Cable. 

•AC* 



THIS MONTH'S COLUMN IS 
devoted entirely to reader mail. In the last 
few months, the volume of mail has 
increased tremendously. It's gratifying to 
see so many Amiga owners coming to the 
aid of one another in tlie pages of AC. The 
first several letters are responses to 
requests for information published in 
several recent Bug Bytes reports. 

IN AC V5.5, I REQUESTED, ON 
behalf of Mike Lutiier of Laurel Bay, SC, 
infomiation regarding a patch for tlie 
Transformer. Three people wrote to assist: 
Kenneth Kawamura of East Lansing, MI, 
Paul Cimino of King of Prussia, PA, and 
Lowell Zabel of Punta Gorda, PL. Kenneth 
and Paul both sent disks containing utilities 
tiiat will patch the Kickstart 1.1 version 
Transformer to version 1.2. I have 
ibr^-arded copies of these disks to Mr, 
Luther. 

Mr. Zabel also reports that the 
patched Transformer doesn't work on all 
Amiga 2000s. He believes this is due to tlie 
Fatter Agnus chip, which allow^s 1MB of 
chip RAM. I can verify tliis to the extent diat 
when I tried to run the patched 
Transformer on my own 2000 with Fatter 
Agnus, it w^ouldn't work. 

Lowell pointed out diat this version 
of die Transformer doesn't seem to work 
with die more recent versions of MS-DOS, 
He uses a Toshiba version 2.1 which 
operates reliably. He has tried version 3.1 
with no success. I w^ould add to this that he 
might try several brands of version 3.x, as 
there are minor differences between 
versions of MS-DOS as released by 
different computer nianufaccurers. Or try a 
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release version direcdy from Microsoft; 
they are designed to operate on any IBM- 
compatible system, 

Paul also reports that the 
Transformer won't run on eady Amiga 2000 
systems equipped with the "Cherry" brand 
keyboards (Chen^^ brand keyboards have 
ver^^ small function keys). These keyboards 
have a timing problem tliat causes the 
Transformer and several other programs to 
fail to operate properly. Paul reports of a fix 
for this problem. My personal recollection 
of this problem (I originally had a Cherry 
keyboard on my first A2000) was of a repair 
that was made at my local Amiga dealer's 
service department. 

IN AC yy.6, I REPORTED ON A 
problem with Preferred Technologies' 
M2Sprint Modula-2 as presented by Mr. 
Tom Gist, I received a follow-up letter from 
Mr. Gist that included copies of liis 
correspondence widi Mr. Leon Frenkel In 
addition, I received letters from tw^o 
readers who both dispute the bug reported 
by Mr. Gist, 

Elliott Jacobs of Ormond Beach, FL 
writes in part, "It is true that version 1 .0 had 
the bug that you reported in die June 1990 
issue of [Amazing Computing. However, 
tlie bug was corrected w^hen I received 
version 1.1 from M2S in Summer 1989. 

"I typed in the code fragment you 
printed... and the output I obtained was: x 
:= .05000 w^hich is perfectly correct. It 
seems to me that you are incorrecdy 
reporting a 1.0 bug as a bug in the current 
version. This leaves your readers with the 
misimpression that M2S print Modula-2 is 
still a crippled product." 



by John Stehier 

Bob Lockie of Burlington, Ontario, 
Canada also tested the problem with 
version 1.11 of the compiler. He used die 
following code: 

MODULE Test; 

FROM InOut IMPORT MriteString, WriteLn 
FROM HeallnOut IMPORT WriteReal 

VAR X : H£AX; 

BBGIW 

X :- 0.05; 

WriteString (x :» ^) l 
WriteReal{X, 15); WriteLn; 

END Test. 

He compiled and linked it from 
widiin the editor with all compile and link 
opuons aimed on. He also linked it with 
die RTAR.lnk RunTime module. When the 
program w^as run it produced; 



BACK TO AC V5.5, IN WHICH I 
also reported that Glen Cyril! e wished to 
get in contact with Soft^^are Terminal of Ft. 
Worth, TX, as he was not able to reach them 
via phone. David Bilyea of Software 
Terminal wrote to let us know that the 
Software Terminal is still alive and 
supporting Intruder Alert. He comments 
diat they did have a hassle widi the phone 
ser%ace, and have not been listed in the 
phone directories since December, 1989. 
They do have a phone, however, and their 
correct number is listed below. Long- 
distance callers should be aware that ±eir 
phone is frequendy answered by machine. 

David also responded to Gien's bug 
report. "When die program was wrinen, we 
were not aware of any areas which used 
phone numbers of less than 7 digits... His 
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problem can be coirected by the simple 
expedient of including enough null 
characters in his diaiing string to make the 
numbers equal seven digits/' Software 
Termincd, P.O. Box 123225, Fon Worth, TK 
76121, (817)737-3297. 

VERNE BOHLENDER OF CHESLEY, 
Ontario, Canada wrote with confirmation 
and workarounds for some MaxiPian bugs. 
By die way, I've gotten so much mail 
regarding MaxiPian, I am unable to 
comment on each letter. Mosi have been of 
a similar tone to the ones previously 
reported. Hopefully tliese workarounds 
will help readers make more productive 
use of MaxiPian versions from Intuitive 
Technologies. Mr. Bohlender uses Plan/It, 
a variant of MaxiPian that was distributed 
by B.E.S.T. Soirware, 

"To freeze columns and row^s you 
must first block the row you w^ant, starting 
at the column you w^ant to be frozen also 
and choose 'botli' in order to make it 
work," he says. Mr. Bolilender comments 
that he has no trouble using this procedure, 
and he uses it often. Formula replication 
operates in an identical manner — define 
tlie block and higlilight it to the right and 
down. He reports tiiat the easy sort works 
as called for. 

He was not able to change printers 
on the Flan/It disk (he is unclear as to why, 
but I would imagine tiiat Preferences was 
not included on tlieir original distribution 
disk). He simply copied his SuperPlan disk, 
and modified the start-up sequence file to 
include STACK 13000, CD DFl: and RUN 
Plan/IL 

He then copied only tlie minimum 
necessary files to a copy of Plan/It, and is 
now able to set Preferences to his desired 
printer. 

Verne recommends SuperPlan for 
spreadsheet users. He comments that it has 
a hard learning curve, but gets easier as you 
work with it. 

WHILE ON THE TOPIC OF 
spreadsheets, I received a letter from 
Michal Todorovic of Goleta, CA, Michal is 
the autlior of The Advantage, Gold Disk*s 
spreadsheet release. In AC V5.5, 1 reported 
a problem with the program regarding 
improper handling of numeric precision. 
Michal enclosed an advanced gamma 
version of 1.1 Advantage. Gold Disk will 
probably have this upgrade available by 
the time you read this. No details on their 
handling of the upgrade were provided; 
therefore, if you are having problems with 
your copy of The Advantage and want 
details regarding their upgrade policy, call 
them directly. 



The changes provided in the 1.1 
release include: 

• Internal storage of numbers with 18- 
digit precision, and display of up to 13 
digits. 

• Support for 68881 and 68882 for 
increased speed w^hen used with these 
math coprocessor chips, 

• Improvement in recalculation speed 
from 5% lo 40% on a stock A2000. 

• A change in the file format speeds up 
saves and loads by more tlian 60% in 
some cases. Floppy users can expect 
an average 30% speed increase. 1.0 
files are stiil supported. 

• Lotus 1-2-3 support has been 
significantly enhanced, with the 
addition of 36 1-2-3 functions diat were 
not supported by Advantage 1.0. 

• SmallAdv has been replaced by Calc 
and Grapli. Calc is The Advantage 
widiout the graphing module. Graphic 
is The Advantage without the 
spreadsheet. Both programs are for 
512K users. 

Support for international charaaers 
is now available. Gold Disk, Inc., P.O.Box 
789, Streetsville, Mississauga Ontaiio 
Canada L5M 2C2, (416)828-0913, (800) 
387-8192, FAX (416) 828-7754, Tech 
Support (416) 828-5636. Inquiry ^205 

RICHARD HOWE, OF .AJ^PLIED RE- 
search Kernel, Amiga specialists in the 
United Kingdom, wrote to report several 
bugs and upgrades. 

"1. Gold Disk's Pagesetter II manual 
states that The CacheEdit program is found 
in the CGFonts directory on tlie PSUtii disk. 
Run the program from tlie Workbendi or 
CLI as usual.' Unfortunately current 
versions have no CGFonts draw^er icon in 
the root directory. This means that the 
cache editor is not available from die 
Workbench as stated. This can be fixed by 
creating a new drawer icon in the root 
director and calling it CGFonts. 

^'2. Some versions of Gold Disk's 
Advantage and the Disk Company's Home 
Office Kit's Info File database are 
unduplicatable from die Workbench 
because the info default tool is incorrecdy 
given as *DiskCopy' instead of SYS: System/ 
Diskcopy. Highlight die disk's icon and 
select Info from the Workbench menu. 
Change the default tool as indicated above 
and select Save. 

"3. The Maxipian 1.9 spreadsheet as 
released in the Disk Company's Home 
Office Kit exhibits a display bug where the 
column reference letters disappear 
altogedier, or are garbled. This problem 



does not appear on all Amiga systems, and 
seems to be related to the Fatter Agnus or 
other late model Amiga system chips. 

"4. Users of Arena Accounts should 
upgrade to version 1.04 or higher il' 
possible as some eady versions suffered 
from some imbalance and rounding 
problems. 

"5. We have just spoken to a 
customer of Digitals Cashbook 
Combination version 3-5. He has reported 
a bug where journal entries are not entered 
onto the audit trail even tlioiigh diey are 
taken into account in the Trial Balance. We 
haven't had time to test this, but die 
customer is an accountant." 

DAVE MANVELOF WOODBRIDGE, 
VA reports a problem witii DeluxePrint II 
regarding font loading. It appears that the 
program doesn't release fast RAM that is 
used to store fonts. If no fonts are used, 
then no memon^ is lost upon closing the 
program. He provides an example showing 
that 214K of memor}^ was lost after loading 
in 10 fonts. The only way he knows to free 
up the lost memory is to reboot the 
computer. If anyone has a w^orkaround to 
this, let us know, and we'll pass it along. 

ELLEN KAYE OF WALLINGFORD, 
CT writes widi a problem she is having w^di 
DeluxeVideo III and her new 2300/30 witli 
2091 hard drive controller. She had been an 
enthusiastic user of DVideo III for a few 
weeks prior to getting the 2500 witli no 
problems. 

She wTites diat "...on the 2500, 1 
cannot pull down a backdrop track witiiout 
tlie program going into instant and 
irretrievable software failure. A backdrop 
track allows die user to configure the 
screen sizes and resolutions of the scene in 
die \ideo. It is a necessar^^ track for many 
effects. A call to Electronic Arts revealed 
diat tliey were aware of die problem and 
diat Commodore was fixing it by replacing 
tlie soft^^^are ROMs for the controller from 
Version 5-92 to 6.1. I had a one-w^eek-old 
machine that required a non-wan-anted fix 
in order to run DVideo. The dealer 
replaced the chips (2) and charged me $45 
ibr tiie chips and labor, since Commodore 
maintained tliat it was NOT a problem with 
their products, but they were helping out 
EA who wTote the software to be 
incompatible with the 2091 controller and 
out of Commodore's specs. I was mildly 
upset diat I had to pay the extra money to 
get the program to work. I was really upset 
when I discovered diat the software 
revision has not changed a thing and I still 
cannot run DVideo without getting failure 
when attempting to use a backdrop track. 
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By tlie way, tlie program works fine in the 
68000 mode.. .and it will not run properly 
wiien booted from floppy instead of the 
hard drive in tlie 68030 mode either. 

"The technicians at Commodore 
seem surprised that the revision has not 
corrected the prol:>lem. They suggested to 
the dealer that they could start pulling out 
different boards on my machine to see if the 
motlierboard, 68O3O board, etc. are 
fault>^..I have an extensive graphics and 
music softTvare collection and am not 
experiencing any problems whatsoever 
with lan>diing but DVideo IIIl." Ellen also 
states tliat Elecu-onic Arts told her the 
problem only occurs on tlie 2500/30 and 
not widi any GVP 68030 systems. 

If you are having problems witli 
DVideo and your 2500, pass it along, and 
also pass along any information you may 
have about correcting those problems. I 
will report on your findings here. 

JERRY RUBEME^TR OF ATWATER, 
CA reports a bug witli tlie World Atlas from 
Centaur Sofr^-are. He was trying to get the 
program to work widi his hard disk, a GVP 
controller, Quantum 40 combination. 
nVitli the recent release of version 2,0 
World Atlas, 3 was again disappointed after 
a few calls back and forth with the friendly 
folks at Centaur to find that tlie program 
would not work irom the Workbench, only 
from the CLL" 

He suggested a temporar)' fix that 
xhey could tell others about until they can 
fix the problem. Use a text editor to create 
a script file, the file can have echo 
commands for messages, but it must have 
at least one line: Worid Atlas/WA. Highlight 
the icon that was created for this text file (or 
make or copy a project icon if your text 
editor doesn't create icons) and select the 
Info command from die Workbench menu. 
Change the default tool to C:Iconx, For diis 
fix to work, you must be sure the program 
Iconx is in the C: directory of your boot 
disk. 

By the way, if anyone stil! has 
versions 1.x of Worid Adas, you can get the 
version 2.0 upgrade by sending in your 
original t^'o-disk set. It will be replaced 
with the four-disk set at no charge, 
according to Mr. Rubemeyer. Centaur 
Software Inc., Box 4400, Redondo Beach, 
CA 90278, (213) 542-2226, FAX (213) 
542-9998. Inquiry} 4P201 

PERRY GRETTON OF BEROWRA 

Heights, NSW Australia writes that the 
AWRITE.EXE program supplied with the 
Bridgeboard does not write properly to 
FastFileSystem partitions when using the 
2090 controller card. The workaround is to 
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Bridge Drive Commander -»- S 97.50 

MJ SYSTEMS 

Dept 10A, 1222 Brookwood Road. Madison, Wl 53711 

1-800-448-4564 

(24 hours MasterCard /VISA) 

ProducT names are irnrfpfnarks cf Iheif respecrive companies 
Circlje 149 on Reader Service card. 



write tiie file to eitlier a floppy disk, RAM 
disk or RAD: and then copy the file from 
AmigaDOS to the FastFile partition. 
ARE.\D.EXE seems to work properly from 
FastFile partitions, strangely enough. Perry 
wrote that the problem is confined to the 
2090 controller; according to Commodore 
technical suppon, neither the 2090A nor 
the 2091 exhibit the problem. 

FINALLY, ON THE TOPIC OF THE 
Bridgeboard, I've received letters from Dr. 
David Black of Auckland, New Zealand, 
and Jacques Chatenay of LeNoire Cit}', TN. 

Dr, Black is having a problem with 
tlie arrow keys, which initially worked 
propedy, while tlie numeric keypad is in 
the non-numlock mode. Once the numlock 
key has been pressed and toggled off, the 
arrow keys return the number equi\'alent 
keys of their counterparts on the keypad (2, 
4, 6, and 8). No combination of keys will 
correct tliis. He has noticed this problem 
when using Quattro, an IBM-based 
spreadsheet, and also in DOS. 

He also reports Uiat Quattro can be 
improved in speed by using a virtual MS- 
DOS disk in Amiga RAM. When using die 
simulated MS-DOS disk, disk intensive 



programs like Quattro run too slowly to be 
efficient. By transferring the program to a 
virtual RAM disk on the Amiga side, 
performance is improved noticeably. 

Mr. Chatenay reports that the 
AMouse program operates the Amiga 
mouse intermittently when using Windows 
and Excel on a 2286 Bridgecard. He would 
like to find a fix to this problem u'itliout 
having to resort to buying an MS-DOS- 
based bus mouse to use on the IBM side. If 
anyone else has found that this is a 
problem, or has found a solution, please let 
me knov*^ I will pass the infomiation along. 

That's all for tliis month. If you have 
any workarounds or bugs to report, or if 
you know of any upgrades to commercial 
software, you may notify me by writing to: 

John Steiner 

c/o Amazing Computing 

P.O. Box 869 

Fall River, UK 02722-9970 

or leave EMail to Publisher on People Link 

•AC- 
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by It Bradley Andreivs 



NORTH&SOUTH 

The Yankees and 

Confederates are once again at odds 
in Data East's latest release, 
NORTH^&SOUTH, a strategic game 
set in Civil War America. 

The game is played on a map 
of tlie Eastern United States, widi 
each state being a separate move- 
ment zone. While many zones begin 
the game as neutral, either side can 
''capture" any zone by entering it 
with an army. The goal of this game 
is to convert all the states over to 
your side. But in trying to achieve 
tliis, you are naturally drawn into 
direct conflict with your opponent's 
armies. 

While a strategic overview is 
necessary^, arcade sequences are 
used to resolve many of tlie actions 
along the way. Enemy armies can 
fight it out on an animated battle- 
field, trains can be hijacked (by 
making it to the engine), and forts 
can be stormed- While these ani- 
mated sequences all seem clever at 
the start, they are repeated to tlie 
point of tedium. 

The battle sequence is ex- 
tremely difficult to master. The prob- 
lem is that all of your force.s^ — cav- 
alrs% foot soldiers, and cannons — 
must be moved at the same time. It 
is a real challenge to get all three 
w^orking simultaneously (though tlie 
computer does it rather well!). 

The graphics are veryrgood, so 
the game does have some value. 
Digitized sounds complement game 
play, and help get you into the feel 
of this conflict. Many game options 
can be adjusted. The start of each 
new year sees the opposing sides 



witli different strength armies and 
different states under their respec- 
tive control. 

Additionally, the two sides 
can be set to different skill levels, 
allowing players of unequal ability 
to play against each other on equal 
footing. The computer can also play 
either side at any skill level 

The game comes with a brief 
manual and some of the play 
mechanics are initially a bit hard to 
grasp, but after a few plays most 
things become fairly clear. 
NORTH&SOUTH will particulady 
interest tliose who enjoy strategic- 
action games with plots that are re- 
solved in arcade sequences. Be 
warned: this game may not hold up 
to repeated play, since it turns on 
just tliree basic sequences. While it 
can be played widiout the arcade 
sequences, it then becomes a fairly 
boring and relatively simple war- 
game. 

BUDOKAN, THE MARTIAL SPIRIT 

Next on the list this montli is 
Budokan, a recent release from 
Electronic Arts. As you might have 
guessed, the game focuses on mar- 
tial arts. 

This game requires you to 
study tlie Japanese/Okinawan mar- 
tial arts of Karate, Kendo, 
Nunchaku, and Bo (Bostick). After 
honing your skills in the practice 
arena against sparring partners of 
varying skill levels, you are ready 
for die real challenge posed by 
rw^elve expert opponents in the 
game's major tournament. 

Each of the four martial arts 
has its own unique moves, tech- 



niques, and on-screen action. Some 
involve the use of special weapons, 
while otliers involve only tlie hu- 
man body, put to use with similar 
deadly results. 

But action is not everything. 
The paragon martial artist must 
carefully balance periods of action 
with periods of rest, storing up inner 
energy to provide necessary power 
for his next attack. You cannot wait 
long; a successful blow by your op- 
ponent will cut the amount of your 
stored energy in half. 

Eidier the keyboard or a joys- 
tick can be used for control during 
play, though I found the keyboard 
to be a litde more accurate in com- 
pleting some of the more elaborate 
moves. 

Acaial game play itself starts 
off slowly, in that much preparation 
is required before you can face an 
opponent in the arena. Since each 
part of the game has its own set of 
moves, it takes a bit of time before 
one can make a decent perform- 
ance in the tournament. 

The game mirrors real martial 
arts in one notable way: those with 
±e most patience are also most 
likely to do well, and advance 
through die ranks quickly. 

AQUANAUT 

Once again, die Earth has 
been invaded by aliens who plan to 
enslave all of humanir^^ Only you 
and your elite team of underwater 
divers stand in their way. 

So begins Aquanaut, the latest 
release from Miles Computing, Inc. 
Billed as a strategy/arcade game, 
Aquanaut links three basic arcade 
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sequences together to form one 
united mission designed to over- 
come these alien invaders. 

Stage One begins just outside 
the sensor range of the alien subma- 
rine. The water path is crowded 
with hostile mutant marine life that 
must either be destroyed or 
avoided. But all is not bad. Friendly 
dolphins swim harmlessly by, and 
mermaids can provide an additional 
life if they are not shot. But tlie most 
valuable things are tlie storage con- 
tainers and air resupply points that 
have been dropped along the way. 
Once at the alien submarine, you 
must use a plasma mine (picked up 
on the way) to destroy the alien 
craft. 

Stage Two takes place in the 
underground waterways opened by 
tlie explosion of the alien subma- 
rine. A previous team has dropped 
dynamite and other tools that can be 
used to blast open blocked passage- 
ways. But even here, mutant life 
forms have taken over. Whereas 
tliose in tlie previous level could be 
shot at and destroyed, many of 
tliese are immune to your fire, and 
must be carefully avoided. 

Siage Three puts the player in 
the alien city itself; it is here that you 
can put a fmal end to tliis horren- 
dous tlireat to Earth. The graphics 
and sound are both verv' sharp and 
add greatly to the feel of being 
underwater. 

The joystick is used for con- 
trol, widi a few ke>'S used to perform 
additional special actions. How- 
ever, control is one of diis game's 
main failings. Your on-screen char- 
acter usually responds slowly, and 



fairly awkwardly, to changes in di- 
rection. This can be overcome 
through pracrice, but it nonedieless 
remains something of a hindrance. 

Aquanaut is also filled with 
many "gotcha's"*. Each section of the 
game is actuaUy fairly siiort and I 
suppose die designers felt they had 
to add somediing challenging to ex- 
tend playing time. Ratlier than being 
challenging, most of these decision 
points may in i dally seem like "brick 
walls" to all but the most skilled 
players. Others can probably ^ 
overcome ±ese "walls" after 
a number of plays. 

Unfortunately, even 
fabulous graphics and sound 
cannot make up for a poor 
interface, and in diis sense, 
Aquanaut falls far short of its 
potential. 

GREG NORMAN'S SHARK 
ATTACKl: THE ULTIMATE 
GOLF SIMULATOR 

One of die first games 
I wrote about in this column 
was a golf game, and given 
the fact that diere have been several 
similar releases since, I pretty much 
thought that no new approach 
could be taken. Well, it seems like I 
thought wrong. Melboume House, 
a di\*ision of \^irgin/Mastertronic, 
has signed a big-name golfer and 
come out with a game of their own. 

Greg Norman's Shark Attack 
adds a fe^^ ne^^ tv^-dsts to tliis popu- 
lar contest. The authors claim to 
have spent eight years in die crea- 
tion of accurate 3-D models, includ- 
ing height and \'egetation, of real 
courses and holes, plus accurately 
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simulated weather conditions for all 
twelve months. According to the au- 
thors, their product is not only a fun 
game, but also a good educational tool. 
This hype may be a bit extreme, but tlie 
game looks solid and can be interesting 
to play. 

The game graphics are'fairly crisp 
and clear. An underlying square grid is 
used for elevation terrain data, and tlie 
trees, bushes, and other obstacles look 
attractive. It may have been possible to 
add more detail, but considering the 
large number of changing views com- 
mon in a real game of golf, Melbourne 
House followed through rather well. 

One feature that's a bit difficult to 
master is tl^ie swing itself. Most golf 
games use a vertical bar that starts up 
witii the first mouse click, down with the 
second (setting the strength of die shot) 
and hits the ball with the third click. Ide- 
ally, the third click is to occur when tlie 
bar is back down at the starting point. 

While tliis game uses the same 
three clicks, the accurac>^ mechanism is 
determined by the position on a circular 
gauge, similar to a car speedometer. This 
needle bounces back and forth very 
rapidly, and it can be difficult to get an 



accurate shot off before the strength bar 
returns to the bottom, and the shot is 
taken for you. This is innovative, but it 
seems a bit more difficult to get off an 
accurate shot quickly, and it may be that 
the former method should have been 
used here. 

Only two basic golf courses are in- 
cluded with the game, but given the 
large amount of fiexibilit}' and player 
control over individual game elements, 
this should not be too limiting. 

Games can be piayed with either 
strokepiay or matchplay and from one 
to four players can 
compete as singles, in 
fourball, foursomes, or 
greensomes. 

The user can also de- 
cide to activate accurate 
wind, weather, and ball 
effects, or to go for a 
much simpler game. A 
caddy — a feature that 
serves to recommend 
an appropriate club for 
each shot — can also be 
turned on or off. 

Wind is treated in a 
unique way. While 
odier games also in- 
clude wind effects, its 
impact in Shark Attack varies over time. 
It is important for a player to wait until 
the wind has died down a bit before tak- 
ing a shot. Gusty or calm winds are 
apparent from a weather vane that spins 
on screen. 

This game is interesting and I had 
a reasonably good time playing it. But I 
found the control problem to be a 
hassle. I also often found myself waiting 
until tlie wind died down totally before 
taking any shots (1 should have just 
turned tlie wind ofl)- A replay shot op- 
tion is included, but the temptation is to 
use diis feature to always get the perfea 
shot. 

dSBAUACKSUB 

Another release from Electronic 
Arts is 688 Attack Sub. The player as- 
sumes the role of captain of either a U.S. 
Los Angeles class or Soviet Alfa class nu- 
clear-attack submarine. 688 looks in 
many ways like Silent Service (a WWII- 
era game) brought to the modem age. 
Play is centered around the control 
room, but the player can select any of 
the ship's different stations — weapons 
control, periscope room, etc. — from 
which to control various aspects of the 
ship's performance. 



Modem radar and sonar are very 
sophisticated, and the successful cap- 
tain will need to use it, as well as the 
ocean's own topography and thermal 
layers, effectively to mask his existence 
and successfully carry out his missions. 

A wide variety of missions are in- 
cluded, ranging from a simple duck 
shoot against some decommissioned 
destroyers, to the defense of a resupply 
convoy to Europe. Each requires a dif- 
ferent approach and if a you make it 
through all of them, you are sure to 
come out with a good feel for modem 
submarine conflict. 

The graphics are reasonable. The 
game won't win any awards, but each 
station adequately displays the neces- 
sary information. The mouse is used for 
most action, but can be supplemented 
by keyboard shortcuts, especially useful 
to jump between the different stations. 

The Amiga port appears to be 
fairly well done, and bener than many 
others. But they did leave out several of 
the features found in the IBM version, 
such as head-to-head modem play and 
an on-line help function. It is too bad 
they did not do just a little more and 
include these useful features. It would 
be great to dial up a friend who owns an 
IBM and do battle beneatli the cold seas. 

•AC- 
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TEXT PLUS V2,0 (FFD #359) 

THIS IS A SIMPLE TEXT EDITOR THAT WILL 
have you writing letters in minutes. You can ain it from 
tlie CLI or Workbench. 

When loaded, Text Plus opens an untitled docu- 
ment with a displayed ruler. You can start typing your 
letter from here. In the top right corner, page, line, and 
column number are indicated. Also shown is the mode 
you are in, ASCII or Letter, plus whether the insert 
mode is on or off. 

At first it appears to be a basic word processor, but 
it has some very interesting features, such as the Load 
option. Click on this option and a fileRequester pops 
up with three directory gadgets: File, Drawer, and 
Volume. This makes finding files or directories quick 
and simple. Just select (or type in) the Volume (DHO:, 
DFO:, etc.), and the File gadget displays all the files in 
that volume, and the Drawer gadget displays all the 
drawers in that volume, 

by Aim^e R Abren 



Amazing Computing V5.8 ©1990 57 



That's not all There are also gadgets th-dt let you 
make a directory, rename a file, or even delete a ^^elected 
file. 

Files can be loaded as ASCII files or Letter fdes 
(.txp). The Delete File, Append File, Print, and Save 
options work as expected. 

The Save As option works in the same fashion as the 
Load option in that three directory gadgets appear, as well 
as Delete, Rename, and MakeDir options. This makes it 
easy to save a file in a specific location. 

Text Plus V2.0 was created as a German word proc- 
essor, and one option — ^Auto-Div On/Off— was included 
to help split ver\' long German words in accordance with 
the rules of German grammar. The problem is, if this 
option is left on, it tries to split long English words 
according to German grammar. For this reason, it is rec- 
ommended that you keep this option off. 

Anotlier feature is the GO TO option, which 
searches for a specific string typed in by the user and 
places the cursor on the first letter of that string when 
found. GO TO only searches Column One, so if the string 
is in the middle of a line, it won't be found. GO TO is also 
case-sensitive. 

Text Plus V2.0 includes the basic word-processing 
options necessar)^ to get tliose letters out in a hurry. It is 
worth checking out. Binary only. Author: Matt Dillon 



QUICK PICKS 

BLOBVl.lCn^D^BSS) 

When am, this screen hack will make blobs of red 
slime drip down your screen. You can run more than one 
blob at a time (seven total). Includes sources in C Author: 
Guide WegJier 

REDATE (FFD #358) 

"Scans a disk and dates each directory according to 
the most recent item contained within (not including .info 
files). Ideal for use after a COPY ALL CLONE, where the 
directories are CREATED rather than copied and thus lose 
tlieir date information." Includes source in Assembler. 
Author: Jim Butterfield 

VEEWDm (FFD #358) 

ViewDir is a directory^-reading program similar to 
the List command, but it also displays SIZE of direaories 
and TYPE of files. The three flags used are -b, -i, -t, which: 
display file/director\' in blocks, do not display .info files, 
and forget about displaying t)'pe, respectively. 

This is an updated version to the original found on 
FFD #251 . One new feature includes a summar\' line dis- 
playing the contents of a directory in total. Includes 
source in Assembler. Author: Jim Butlerfield 

COMPDISK (FFD -353) 

CompDisk is a compression/decompression pack- 
age. It can be executed from both the CLI and Shell. Disks 



are read track-by- track, and are usually compressed to 
about 50 percent of tlieir original size. Unused blocks are 
zeroed to speed up compression. Includes source in C. 
Author OlafBarthel 

FASTBOT V 1.0 (FFD #354) 

A small utility program to speed up blicter opera- 
tions by up to 60 percent. Fastblit can be run by the CLI 
or Shell. Includes three Keyboard options: ? - Help page; 
A - Activate fastblit; R - Remove fastblit. 
Author: RalfThanner 



UPDATES 

NCOMM (FFD -356) 

NComm is a communications program based on 
Comm version 1.34 by DJ James. Includes auxiliar>^ pro- 
grams AddCall, Callinfo, GenList. This is an update to 
version 1.8 on FFD -230. Authors: DF James, Daniel 
Blocb, Torkel Lodberg, et at, 

MG (FFD #352) 

This is the beta version of mg3, an update to mg2b 
on FFD #147. This allows you to create macros and run 
them from your start-up file. Major changes include an 
ARexx pon:, internal reorganization, and the addition of 
named macros. Please note that this is still a beta version 
and has not been thoroughly tested. There are two 
known bugs include; 1) Over^'rite mode does not work 
in macros, and 2) the rename does not update the buffer 
in Dired mode. Source files are compressed with iharc 
to fit on disk. Author: Mike Meyer, et aL 

NORIHC V 1,1 (FFD #353) 

This IS a complete public domain C environment. 

Everything you need to compile and link C programs is 
here. Files are compressed to make copying easier. This 
is an update to version 1.0 on FFD #340. Only partial 
source included. Author: Steve Hawtin, etal. 

MANDEL MOUNTAINS V2.0 (FFD #354) 

This program renders 3-D images of close-ups of 
the Mandelbrot and Julia sets. Some new features 
include: support of double precision for the entire cal- 
culation process, including the main iteration loop; 
Changeable Color Range; and the Julia set option. In- 
cluded are some sample images. This is an update to 
version 1.1 on FFD -295- This program is Shareware. 
Binary only. Author: Mathias Ortmann 

MEMGUARD V IHa (FFD #354) 

Similar to MemWatch, MemGuard checks the first 
100 longwords in a specific location for random u-asliing. 
Unlike MemWatch, MemGuard runs as a low-level 
interrupt routine; therefore, barely any processing time 
is wasted. New features include a more user-friendly CU 
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interface, and an improved check routine. This can be 
run from tlie CLI or Workbench. This is an update to 
version III on FFD ^325. Binary only. 
Author: RalfThanner 

TRACKSALVE V 1.3 (FFD -353) 

Made to improve tlie Trackdisk, Tracks a Ive re- 
moves all known bugs and patches tlie Trackdisk to 
allow reading of good seaors. Tracks alve can read back 
tlie most recently written track to see if the data was 
received. This is an update to version 1.0 on FFD #312. 
Includes source in C and Assembler. Author: DirkReisig 

LOADIMAGE V 1.11 (FFD ^355) 

An IFF ILBxM reader diat loads IFF-ILBM, EHB and 
HAM files. It accepts overscanned pictures, and allows 
you to scroll around in the bitmap if the picture is larger 
d:ian the current display. Updates include: die rubber 
box in the graphics dump routine now works, scrolling 
will not hang if die mouse is dragged one pixel away 
from the screen, and the AutoRecjuest has been replaced 
by a Custom Requester. Loadlmage can am from both 
the CLI and Workbench. This is an update to version 1,9 
on FFD -281. Includes source. Author: OlafBarthel 

REXXHOSTUB V34.12 (FFD *355) 

A shared librar\^ for creating and managing ARexx- 

host environments. This version has been recompiled 
with Aztec C 5.0. Now tlie Hbrar}' can be compiled using 
l6-bit integers, more sanity checks appear in tlie Rexx 
Host creation/management procedure, and more clean- 
ups in RexxStrCmp. This is an update to version 1.6 on 
FFD ^323. Author: OlafBarthel 

PRUSTTHANDLER V 1,6 (FFD ^352) 

A custom PRT: device driver with single pages and 

data spooling support. This is an update to version 1.1 
on FFD =282. C Source included. Author: OlafBarthel 

ROADROUTE V1.5 (FFD ^358) 

A trip planner to help find the "best" route to get 
to your destination. City and road names are included, 
buc you can add more to die data file as needed. Also 
includes RoadScan, a checker of RoadRoute data files. 
This is an update to the original on FFD ^251. Includes 
C source. Author: Jim Buttet field 

UUCP V 1.06D (FFD #360) 

An implementation of UUCP for the Amiga, includ- 
ing mail and news. Based on William Loftus's .^liga 
UUCP 0.40 release. This is an update to version 1 .03D on 
FFD #313. Includes source. 
Enhancements by Matt Dillon 

TREE WALK (FFD *352) 

A file tree-walking subroutine which includes a 
CLI interface that uses C expression instead of UNIX-like 
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flags. Tree Walk also has a program to tell you if the 
directory tree will fit on a specific disk or, if it won't fit, how 
many blocks are needed. This is an update to FFD =289. 
Includes source. Author: Mike Meyer 

KEYIVIACRO V 1.4 (FFD ^354) 

A program designed to provide an easy w^ay to 
manage keyboard macros and use hot-key execution. You 
are allowed up to eight functions to a key, including the 
cursor and return keys. You can edit the macro list by 
calling up KeyMacro. 

Installation is easy: copy the required files in their 
proper directories and type "KeyMacro" to install/update 
macro keys. This is an update to version TO on FFD =^325. 
Includes source in C. Author: OlafBanhel 

EMPIRE V2.1W (FFD -357) 

A game of exploration, war and economics. Empire 
is a multiplayer game which can last several months. New 
features include: a client-ser\'er S}^stem, real-time private 
player-to-player messages, and other features. Gameplay 
can cake place by modem or keyboard. This is an update 
to version 1.33w on FFD ^329. Binar>^ only. Authors: Chris 
Gray, David Wright, and Peter Langson 



Note: 

At the 7'eqiiest of Spectrum Holohyte, the 
Tetns-clone game was i-emoved from the 
following Fred fish disks: ^22 f ^230, ^238, 
^305> ^324, and =^357. ney ivill now be called 
"Retnsion A ". This was the only revision made to 
these disks. 



•AC* 
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hy Tfje Bandito 



[The statements and projections 
presented in "Roomers'" are rumors in 
the purest sense. The bits of 
information are gathered by a third 
party sourcefrom whispers inside the 
industry. At press time, they remain 
unconfirmed and are printed for 
entertainment value only. Accordingly, 
the staff and associates of Amazmg 
Computing^^^ cannot be held 
responsible for the reports made in 
this colummj 

CD-W IS HERE! YES, THE CD-ROM/ 
Amiga-based interactive unit that The Ban- 
dito has been telling you about was finally 
unveiled at tlie summer Consumer Elec- 
tronics Show in Chicago. Commodore calls 
the fomiat Commodore Dynamic Total 
Vision, or CDTV^ for short. Which came 
first, the acronym or the name? No prizes 
for tliat guess. Nolan Busluiell w^as promot- 
ing the Commodore Interactive Graphics 
Player at CES wearing a big smile, since it's 
now his project. However, The Bandito 
found it curious that CDTV' was not sho^^n 
openly, but was hidden away from the eyes 
of the crowd. Commodore wasn't even 
making press kits available for distribution 
in the press room, which is unusual, to say 
the least. 

The system price was announced at 
'well under a thousand dollars", which The 
Bandito hears will be $899 when it ships. 
And w^hen is that? Well, Commodore said 
"third quarter", but The Bandito suspects it 
might be closer to Christmas than that. 
Reports are chat the final production model 



of the board wasn't done by CES; the 
prototype still had lots of jumper wires. 

So what can you do with this thing? 
Of course, there will be an amazing amount 
of entertainment software from major game 
companies. The Bandito hears that many 
of die best Macintosh CD-ROM titles are 
being converted to CDT\^, such as Xiphias' 
Timetable of History. 

Commodore was seen huddling witli 
major mass-market accounts, tiy^ing to line 
up distribution for CDTV. Word has it that 
Commodore has already signed up 
MacDu.fs and Video Concepts; now 
they're aiming for KMart, department stores 
like Macy's, and tiying to expand dieir 
presence in Sears. At least, A500's will go 
all those places, and Commodore hopes to 
get CDT\^ into the same locations. It will be 
interesting to see how they differentiate 
between the two in the marketplace. The 
Bandito hears that pricing on the A500 wOl 
be allowed to "'float"; that is, Commodore 
will let their mass market distributors chop 
the prices back as much as they want. This 
should lead to a street price in the $400 
range by Christmas, and possibly lower. 

Commodore is also looking for inter- 
national distribution of CDT\^; it looks like 
a particularly good product for Japan. 

But The Bandito hears that the soft- 
ware demos shown at CES were unimpres- 
sive. Commodore chose companies with 
CD-ROM experience rather than Amiga 
experience to create the demos. As a result, 



they got some mther slow and ugly series 
of pictures, which were not tlie best that the 
hardware is capable of — not even close. 
Hopefully, the buyers at CES can look 
beyond the lousy demos. And hopefully 
Commodore will get some better demos 
created quickly. How about a Demo Reel 
on CD? That would show^ off some iinpres- 
sive fuil-motion video. 

MORE FROM WEST CHESTER 

Commodore has announced support 
for a CD-ROM in a future version of Amiga- 
Vision, a clear indicator of how important 
they expect CD-ROM to be. .^Iso, Commo- 
dore let slip that they are indeed looking at 
the D\T chip set, as The Bandito notified 
you some time ago. A future version of 
CDT\' might well have this chip set in- 
cluded — perhaps even a future Amiga. The 
discussion is still going on, though, so don't 
expect action for quite some time. 

Commodore has unveiled a new 
educational discount on Amigas, How does 
$729 for a complete A500 system grab you? 
They are, in fact, offering big savings on 
eveiyihing up to and mcluding Amiga 
3000s. Looks like they're getting serious 
about trying to gamer some sales to 
schools. 

As hordes of buyers eagerly await the 
arrival of the A3000 in die stores, more 
news about this wonder machine is coming 
to light. The Bandito hears that an expan- 
sion box is being tinkered with in Commo- 
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dore labs — tlie idea being to add more slots 
for those who just can't get enough. And at 
least one major peripheral vendor has a 
cache card in the works for the A3000, us 
well as a 68040 card. Look for announce- 
ments this fall for 68040 add-ins. The '040 
card would have zero wait state and zip. 
along at 40 iMHz, from what The Bandito 
hears. Commodore may well have the first 
68040 personal computer on the market, 
beating Apple by some months. Look for 
an announcement of a new Amiga model in 
early 1991. 

Other companies are working on 
third-party RISC (reduced instruction set 
computer) microprocessors tliat would 
give tremendous performance boosts, but 
applications would have to be written es- 
pecially for them. 

The Bandito has been ferreting out 
some additional information about Work- 
bench 2.0. Apparently, it has hooks built 
into it for virtual memory, a scheme that 
fools the computer into thinking that a fast 
hard drive is acaially megabytes of RAiM. 
Virtual memory is high on the list for die 
next version of the operating system 
(which is currently dubbed 3-0 for tliose 
keeping score). Other planned features of 
3-0 include outline fonts and support for 
iiigher resolution graphics modes. 

And while we're talking iibout 
higher-resolution graphics, The Bandito 
hears that there's at least one solution on 
tlie way. It's called HAM-E (Hold /\nd 
Modify Expander), and it's a module that 
plugs into the RGB port of the Amiga. The 
HAiVI-E adds two new video modes: a 
262,144-color HAjM mode and a 256-color 
(non-HAiM) mode. Supposedly, HAiM-E 
can be used witli the blitter. Retail pnce is 
$299, which includes a paint program that 
utilizes the new modes. 

So where is DCT\^, the box from 
Digital Creations that does similar things? 
The Bandito hears diat it may take some 
time to make it to tlie marketplace. And the 
Bandito has heard that yet another com- 
petitor has a similar device that won't be 
out any time soon. Looks like HAM-E has 
scared off the competition, at least for now. 
The Bandito will check back in six months 
to see what the tine picture is like then. 

Don't hold your breath waiting for 
DPaint to take advantage of these new 



color modes . It really requ ires a whole new 
set of palette controls and other stuff, by no 
means a trivial task. However, The Bandito 
hears that a version of Digi- 
Paint 3 is being prepared for the 
Video Toaster, to take full ad- 
vantage of the Toaster's 24-bit 
frame buffers. Mere mortals 
who can't afford a Toaster may 
have a chance to buy tliis ad- 
vanced paint program, possibly 
by Christmas. We'll see. 

There's some confusion 
over tlie new Enhanced Chip 
Set and the upgrade policy for 
cunent Amiga owners. Com- 
modore has yet to confirm 
exactly how things will be 
handled, or indeed when it will be made 
available, though tilings might be cleared 
up by the time you read this. Your local 
dealer should have the latest news. 

GAME MACHINES TAKE OVER 

NEC's handheld videogame has a 
few problems, according to the Bandito's 
spies. One of the big selling points is that 
it uses the same carts that their TurboGrafx 
desktop game machine does. Problem is, 
with the NEC's really small screen, you 
can't read the text tliat appears, which 
makes it difficult or impossible to play 
some of the games. Oh well ^ people say the 
tiling is too expensive anyw^ay. 

The Bandito has heard that NEC's 
CD-ROM add-on for the TurboGrafx has a 
few problems, too. It seems that all the 
drivers necessary to run the CD-ROM take 
up most of the limited memory in the game 
console. So any CD-ROM game ends up 
having only a few K to play widi, which is 
why they all seem to be endless arcade 
shoot 'em ups. The Bandito wonders if that 
is making things tough for Cinema ware, 
which has spent over a million bucks 
shooting It Came From The Desert for CD- 
ROM for die NEC. They've actually hired a 
star from a daytime soap, regular TV pro- 
duction crews, the whole nine yards. Yes, 
Or\'i!le, but will it fly? 

Lynx, on the otlier hand, was very 
well received. Although The Bandito hears 
that Atari is still having problems getting 
people to develop software for it. And the 
hardware has some limitations — every- 



"Pulsar's Poser 
PC Board that 
turns an A500 

into a PC XT 
clone looks like 

a hot item, " 



thing has to be in memory; you can*t page 
in graphics from the cartridge with the 
same ease that you can on a Nintendo. This 
limits the kind of 
games that can be 
done rather se- 
verely. 

The Bandito 
hears that Nintendo 
has their next-gen- 
eration video game 
ready to launch 
sometime next year 
in die United States, 
and it's supposed to 
be a killer. The 
souped-up CPU 
supposedly makes 
an Amiga look like a C64 in graphics, ani- 
mation, and sound, according to a devel- 
oper who claims to have seen one. Well, 
we'll see, won't we? The Bandito will 
belie\'e it when you can buy one in Toys 
''R" Us. Over thirty game companies have 
signed up to develop software for it in 
Japan, where the machine will be released 
later this year. Look for a U.S. debut in 
1991. 

LEGAL EAGLES 

Texas Instruments has discovered a 
gold mine in their old patents. It seems that 
TI has patents that could be worth a consid- 
erable amount of money, that cover the 
way data is moved between tlie CPU and 1/ 
O devices like printers, keyboards, mice, 
etc. So they've got their lawyers going after 
some computer makers to cough up a per- 
cent of sales as a royalty. Tandy has already 
agreed to tliis. IBM, HP, and Compaq are 
immune because they have cross-licensing 
pacts widi TI, covering all these patents. 
But Commodore isn't, and Tl is demanding 
that they pay up. 

So is everybody just meekly submit- 
ting to TI's demands? Nope. Zenith is 
fighting it in court, and of course die other 
computer makers are rooting for them to 
succeed. 

YOU WONTBEUEVE IT BUT ITS TRUE 

Commodore Business Machines' 
Federal Systems Group is participating in a 
five-year subcontraa widi die Treasury De- 
partment to supply Amigas over that time. 
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The subcontract is part of a $400 million 
contract awarded to Sears Business Sys- 
tems. So what are the Feds going to do with 
Amigas, anyway? The Bandito just hopes 
they don't make the IRS more efficienc. It 
could be they want to have more colorful 
Chans on the size of the federal deficit. Or 
maybe they'll go to the Secret Service to 
help them track down hackers. 

LANGUAGES 

Lattice has announced a new version 
of tiieir MS-DOS C compiler that cross-com- 
piles to Amiga code, which should speed 
development of .^miga business soft^^are. 
But tliere's a dark cloud lurking on the 
horizon. Lattice's parent company, SAS 
Institute Inc., has taken charge of develop- 
ment and support for Lattice C compilers. 
They plan to concentrate on the corporate 
market and have stated tiiat they will 
"reverse some produce decisions". Does 
this mean the end of support for Lattice C 
for the Amiga? Concerned users had better 
make tlieir opinions kno^ii (and fast) to 
Lattice, or the Amiga version may just fade 
away. 

Meanwhile, The Bandito hears that 
Pascal for the Aniiga may be arriving soon 
from Europe, A domestic version is also 
reported in die works. And will we see a 
new version of BASIC? The current version 
doesn't work under Workbench 2.0, and it 
breaks on die A3000. Negotiations are 
continuing with Microsoft, but The Bandito 
doesn't think it will happen. 
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SEND IN THE CLONES 

Pulsar's Power PC Board that turns an 
A500 into a PC XY clone looks like a hot 
item. It's even faster (and cheaper) than 
Commodore's Bridgeboard. The Bandito 
hears diac Pulsar has a 386 card in the works 
for the A2000. That's what Commodore 
needs to do, but with a prototype in the lab 
they've made no plans to bring it to market. 
Sure, true Amigans don't need MS-DOS 
compatibility, but it does sell more Amigas 
to businesses- 
Brace yourselves, because there's 
going to be a flood of games competing for 
your money this Christmas. Since the 
Amiga has become the ^2 target machine 
for games in the U.S. and -1 in Europe, diat 
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means plenty more tides. Of course, as 
Sturgeon's Law states, 90 percent of them 
will be suitable only for land fill. But that 
still leaves quite a few good ones. The Ban- 
dito's current hot list: Their Finest Hour: 
The Batde of Britain from LucasFilms, and 
Harmony from Accolade. 

Soft Service of Finland has unveiled 
Postdriver, a printer dri\^er for the Commo- 
dore Amiga that enables usage of Postscript 
laser printers with all programs on the 
Amiga, whetlier the software supports 
Postscript printers or not. It installs right 
into Preferences. Once installed, die pro- 
gram intercepts normal printer commands 
from the applications software and con- 
verts it to Postscript commands. 
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IBM's PS/1 line has been introduced, 
and looks to be a new PC/r fiasco — over- 
priced and underpowered, widi dink>' 
keyboards. No expansion slots, eitlier; 
you have to buy proprietary^ expansion 
products from IBM (any guesses as to how 
cheap diose will be?). The PS/Is use the 
80286 chip, and the prices are ridiculous. 
You can get one of these diings with VGA 
monitor and 30 megabyte hard drive for a 
mere $2700. Has anyone told them that for 
die same price you can get an 80386 
machine widi belter graphics, more RAM 
and a bigger hard drive, that*s also ex- 
pandable? Or how about an Amiga 3000 
for just a little more dian diat? What planet 
are they from, anyway? 

Yes, The Bandito thinks this sounds 
a lot like die PCyrall over again. These 
new computers are being made by IBM's 
typewriter division, which hasn't been 
doing all that well lately, what widi every- 
body switching over ro word processing. 
Maybe they should look into slide rules or 
buggy whips. Does PS/1 mean diat diey Ye 
half as good as PS/2s? It's really funny that 
IBM should make die same set of mistakes 
all over again, and for the same reasons. 
Management says, '^OK, boys, you can 
make a low-cost computer, but make sure 
diat they aren't good enough to direaten 
our PS/2 line." You get what you ask for. 
The Bandito predicts that Big Blue will take 
a big batii on these, and that die .Ajiiiga will 
be unaffected in die long run, 

•AC- 
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Advanced hardware, new software, and a trip to the future highlight this summer's Amiga event. 

MXPO '90, mm 



AMiEXl^O, CHICAGO THIS YEAR 
attracted nearly 10,000 attendees. Many took 
advantage of the large number of master 
classes being held througliout AmiEXPO. One 
of the Amiga's most famous artists, Jim 
Sachs — known for Defender Of The Crown, 
Roger Rabbit, Ports Of Cull, and current pro- 
ducer of 20,000 Leagues Under The Sea — 
taught several sessions on Amiga graphics. 
Oran Sands 3.0 demonstrated Amiga video 
techniques. Steve Segal discussed the chal- 
lenging art of animation in several classes. 
Tony Dispoto used his talents to inU-oduce 
Amiga users to tlie art of 3-D modeling and 
rendering, while Cun Kass, author of Palette 
Printer, impressed his classes with valuable 
lessons on publishing witii large printouts, 
color proofing, and package design. Steve 
Gilimor explored tlie growing fields of multi- 
media and liypermedia through die integra- 
tion of the Amiga and otiier media, witli 
special emphasis on ARexx. 

Of the numerous free seminars held 
during the exposition, Inu-oduction to the 
Amiga 3000, held on the first day, was a hit. 
Also well attended were the two keynote 
speeches, given by Bob Ryan, Technical Edi- 
tor of Byte Magazine (Saturday), and Mike 
Halvorson, Chairman of the Amiga Devel- 
oper's Association and President of Impulse, 
Inc. (Sunday). Both Mr. Ryan and Mr, Halvor- 
son offered similar messages to their audi- 
ences. They stressed the need to market the 
Amiga as a unique computer platform which 
should be introduced into business markets in 
ways that will best utilize its features. 

Mr. Ryan called for the Amiga to coexist 
in tlie business marketplace dirougb interop- 
erability, the ability' to transfer files smoothly 
from one platform to another, Mr. Halvorson 
concentrated his emphasis on ihe need to 
demonstrate new techniques to existing mar- 
kets, such as powerful graphics and video 
presentations for accounting firms to display 
annual reports and statistical information. Mr. 
Halvorson extended this example by suggest- 
ing video tecliniques for dentists which could 
demonstrate the expected results of corrective 
surgery and Other techniques to patients. 

During the question-and-answer ses- 
sion, Mr. Halvorson was asked about Im- 
pulse's r^'o new products expected out in 
July, Imagine and tlie Firecracker board. 
Mr. Halvorson was confident that both prod- 
ucts would be available in 30 to 45 days (mid 
August). 

Imagine is a 3-D rendering and paint 
program designed to take advantage of Com- 
modore's 24-bit IFF standard. Mr. Halv^orson 
promised that present Turlx> Silver users will 
be able to upgrade to Imagine at a reasonable 
cost. 

The Firecracker board is Impulse's 
new 24-bit graphics card. It also conforms to 



the 24-bit Commodore IFF standard. Tlie Fire- 
cmcker will work with Imagine, Turbo Silver, 
Sculpt, and the new 3-D animation program, 
Lightwave 3D. 

ICD 

ICD, Incorporated of Rockford, IL util- 
ized .\miEX3^0 Chicago to demonstrate their 
new AdRAM540 undAOJtiMS^OD memor>' 
expansion boards for die Amiga 500. A fully 
populated AdRAM 540 adds 4 megabytes of 
RAM. The AdRAiVi 560D is a daughter board 
that fits on the populated AdRAM 540 and 
places an additional 2 meg of liAM, for a total 
of 6 megabytes of RAM. An unpopulated 
AdKAM 540 retails for S 159-95; tlie populated 
AdRAM 560D includes 2 megabytes of RAM 
and sells for S279.95. With the volatile mem- 
ory chip market, ICD cannot establish a price 
for a fully populated system. 

BLACK MELT SYSTW^S 

Black Belt Systems announced several 
new products for tlie Amiga community. 
Products ranged from an LED readout display 
panel to a HAM Extender board that 
will generate 256 colors from a pallet 
of 16 million all tlirough tlie RGB 
port of any Amiga, Black Beit Sys- 
tems' Ben Williams was very pleased 
to announce that all of the new 
products are ARexx controllable. 

Board Master^^' is Black Belt's 
cnisy into die Printed Circuit Board 
layout arena. This $99-95 package 
provides engineers with a low-cost 
and high-quality design program. 
Board Master is a comprehensive 
program with an extremely long list 
of features including fuU-autorouter 
capability and Aliexx support. 

Electron™ is Black Belt's 
schematic generator for the Amiga. 
At S39.95 diis tool is a low-cost, 
flexible system with full ARexx 
support. Output can be sent to 
IFF image files as well as most 
plotters and printers. 

HAM-E plugs direcdy into 
the -\miga RGB port to provide 
your choice of two new Amiga 
graphics modes, 262,144 colors 
at one time, or 256 from a palette 
of l6 million colors. HAM-E 
promises true 24-bit RGB. This 
S 299.95 package comes with a 
paint progratn and application 
soft^'are as well as die complete 
source code in Lattice C V5.0. 

For tiie Amiga hacker, 
Black Belt has inuoduced two 
new products, SoftPanel and C ToolShed. 
SoftPanei is a 32 LED display which connects 
to an A2000 to provide a visual indicator of 
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Top to bottom: AmiBXPO attendees; 

Progressive Peripherais & Software's 

new ray-tracing program for 3-D 

Professional; keynote speakers Mike 

Halvorson (left) and Bob Ryan (fight). 
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Top to bottom: Supra's 6B040 catd for the A3000; 
buttons from TTR Devetopment's new WMS; New 
Horizons has added new features to ProWrife 3.0, 



program activity. SoftPane! is also completely 
ARexx controllable and retails for $119.95. C 
T o o I S h e d 
provides tlie C 
programmer with 
a series of 
boiierplaie C 
utilities incbding 
a CLl help 
generator. Black 
Belt Systems has 
provided a long 
list of utilities and 
programming aids 
in tliis package for 
$19.95. 



GOLEM WARE 
Golem Ware, a 

subsidiary of 
Kupke Comput- 
ertechnik of West 
Germany — one of 
Europe's premier 
Amiga hardware 
manufacturers — 
highlighted theii- Oolent Video Sys- 
tem color camera tliat features 4504ine 
resolution and comes witli a built-in 
RGB splitter and a copy stand. Price.- 
$999.00. 

The Golem Streamer is a streaming 
tape backup system for all Amigas. Tliis 
Streamer comes with Golem Backup 
Software and supports 60MB and 
lOOxMB SCSI tape units in either exter- 
nal or internal configurations (it can be 
mounted in tlie 5-25" slot on the 
A2000). Price: $899.00 

The Golem SCSIII is a l6-bit control- 
ler billed as *' State of the An" by its 
maker. Witli a data transfer rate of 870 
KB/second, the SCSI II is available in 
configurations tliai permit external 
usage with the A500/A1000; die hard- 
ware is employed in a file card configu- 
ration witJi the A2000. Price: $199,00. 
Golem Ware put some fun and ex- 
citement into the proceedings as well 
with die ir 3-D light-gun action package 
*r named for die game fea- 
tured in it. Gateway Yp- 
silon. Included is a sec- 
ond game, Master of 
the Town, In addition to 
one light gun, and the 
promise of tliree addi- 
tional releases — World- 
wide Hunting. Vims 
Attack, and Fire Blas- 
ter — ^plamied for the 
near future. 

CALIFORNIA ACCESS 

"Sneak pre- 
view" status was be- 
stowed upon a new line 
of modular j\miga hard- 
ware peripherals planned 
for release by this Los 
Gatos developer during the fourth 
quaner of 1990. 

Components of 77/e Cali- 
fornia Access Modular System^^ 
will include die Bodega Bay^*^ ex- 
pansion module for tlie A500, die 



I 



MaUbuB€mrd^^ SCSI Controller, iheCeUaUna 
Card^^ RAM expansion daughterboard, and the 
Rodeo DHve^^ slimline external floppy disk 
drive. You will be able to use them independ- 
endy. or as part of one efficient system solution. 

The Bodega Bay also functions as a con- 
venient monitor stand diat will turn die A500 
into a real "power" computer both functionally 
and aesthetically. Preliminary design features 
are still subject to change, but it should come 
with one expansion slot compatible widi any 
standard 100-pin expansion card (an optional 
card cage will expand the total numlx^r of slots 
to three), and twin 5.25" drive bays diat can 
accommodate a standard 3.5" hard disk, and a 
floppy disk drive (3.5" or 5.25"). It will also have 
an internal cooling fan and a separate internal 
power supply that will eliminate the need to 
fumble widi die A500's external power supply. 
The Bodega Bay will be fully Bridgeboard 
compadble. 

The Malibu Board fits a standard 3.5" 
mounted hard drive and provides up to 8MB of 
RAM (via the Catalina Card RAM expansion 
daughterboard), all in one A20(X) slot. 

Tlie Catalina Card will l^e configurable in 2, 
4 and 8MB combinations widi easy-to-mount 
SIMMS. It has been designed to sit Oush with the 
height of a standard 3-5" mounted hard disk, 
when installed on the Malibu Board. 

Finally, The Rodeo Drive floppy will be die 
first in the Amiga market to break the 1 " height 
barrier (just 7.25' long x 4.0^' wide x .75" high). 
Billed as the successor to the established 
C^ • 880, it will have a disable switch to conserve 
powder, and a long cable to make positioning 
alongside the computer easy. Tlie Rodeo Drive 
should consume very^ litde power — just about 
1.8W(read/wTite) — and it will be packaged in a 
sturdy metal case with aitracdve cooling vents 
and an and-dust door to protect what's inside. 

All California Access components will be 
backed by a full one-year warrant)^ covering 
parts and labor. Price information Is unavailable 
at diis time. 

PULSAR INTERNA TIONAL 

Axiom Software — one of nine compa- 
nies now doing business under the coUective 
name Pulsar International of Westbur^^ NT — 
promoted dieirPi^re/JD autotracing sofr^'are 
for converting bitmaps to Sculpt 4D, Videoscape 
3D, Turbo Silver and DXF (AutoCAD) formats. 
Pixel 3D does full-color and monochrome 
conversions incredibly quickly and accurately, 
creates outlined objects, and has full extrusion 
capabilities to turn your logos into 3-D objects. 
The package requires 1MB RAM to run; Work- 
bench and CU interfaces are provided. Price: 
$89,95. 

IVS 

Interactive Video Systems (I\'S) of Gar- 
den Grove, CA heralded tiie US debut of 
Trumpcard Professional, a SCSI disk con- 
troller for die i\jniga with transfer nncs that fly 
rigtit off the charts, exceeding 1.9 MB/second. 
The system was also used in die Digital Crea- 
dons booth to allow Digital's DCT\^ to run at 30 
FP5 and show^ a complex video of windsurfers 
which was extremely clear and detaOed. 

At the same time, IVS announced price 
reductions to dielr existing lines of Trumpcard 
and Trumpcard 500 SC^SI disk controllers, a 
major soft^-are upgrade available to existing 
Trumpcard^rumpcard 500 owners, and a new 
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Launched in January 1986 as the world's first 
monthly Amiga resource, Amazing Computing For 
The Commodore Amiga remains the information 
leader for the 1990s - and beyond! 

Recent product developments have pushed 

the Amiga and its users to the forefront of tomorrow 's 

hottest personal computing applications today ! 

Knowledgeable professionals working in animation, 
desl<top video, graphics and sound production and 
multimedia turn to AC for the most complete, most 
timely coverage available monthly. 

AC examines a broader range of topics - in mucti 
greater detail -than any other Amiga publication! 
This allows AC to address the needs of dedicated 
Amiga users of all skill levels in every issue! 

AC challenges its readers with innovative projects 
and ideas, helping to turn new users into experts, 
while at the same time expanding the skills of the 
many advanced programmers who have come to 
rely on our complete printed listings in every issue! 



AC'S Guide To The Commodore Amiga is a truly 
unique publication - it is the first and only 
continually updated and expanded, fully indexed 
reference to every commercial and public domain 
product available worldwide for the Amiga - 
from every known vendor! 

Published three times yearly, AC's Guide is the 
only publication in the world that is growing as 
rapidly as the Amiga market itself! 

Here's proof - the most recent edition of 
AC'S Guide catalogs: 

• Over 2, 700 commercially available products - 
that's 300+ more than in the previous edition! 

• Over 560 vendors - that's 60+ more than in the 
previous edition! 

• Over 2, 050 freely redistributable programs - 
hundreds more than in the previous edition! 

AC'S Guide puts everything under one cover, 
including addresses and telephone numbers for 
a[l Amiga vendors and more than 240 Amiga 
user groups in the U.S. and abroad! 



PiM Publications • Currant Road • Fall River, MA 02722-0869 • Telephone: 1-800-345-3360 



upgrade policy ("Taimpcard PLUS 100") for those 
wishing to upgrade directly to the new Trumpcard 
Professionxil, Users should comact IVS for com- 
plete details on either upgrade option. 

Tlie Trumpcard's high-speed performance is 
atu-ibuted to a proprietary' state machine designed 
by IVS engineers; implemented in a custom gate 
array or ASIC utilizing 1.2-micron CMOS design 
rules to assure fast, efficient operation, it moves 
data between SCSI hard drives and tlie Amiga bus 
with no lime lost. 

Amiga users with hard drives already format- 
ted with Tnimpcard may connect a Taimpcard 
Professional directly to tiieir setup with a resultant 
processing speed increase of 30%-80%. 

Taimpcard Professional for tlie A2OO0A'\300O 
includes a 50-pin SCSI interface cable, a hard drive 
power cable and mounting brackets, and is 
shipped witli a hard drive utility package, TCUTILS 
2.0, that stresses simplicity and ease of use. It also 
happens to share the look and feel of Amiga 
operating system 2.0, making its integration into 
the new system software nearly seamless. 
Trumpcard Professional, Price: S 279. 95; 
Tnjmpcard/500 Professional, Price: S349.95. 
Trumpcard, New Price: S 169.95 (reduced from 
SI 99.95); Taimpcard 500, New Pnce: S 269.95 
(reduced from 5299-95). 

Among other products, IVS also announced 
shipment of Printerface , an Ingenious piece of 
hardware that permits users to plug both a printer 
and a sound or video digitizer, etc. into an Amiga 
simultaneously. Printerface adds a second Cen- 
tronics compatible parallel output port to any 
Amiga; plug a printer into this port and ail printer 
data bound for die machine's parallel port is 
redirected to the Printerface port. Digitizing or 
otlier hardware plugs into the Amiga's parallel port 
and when it is time to digitize, tlie digitizer 
software communicates direcdy witli tlie digitizer. 

Printerface supports full multitasking, allow- 
ing printing while tlie parallel port is in operation. 
It works dirough Preferences, assuring full com- 
patibility with all printers supported by the system. 
Pnce: S79S5. 



NEW HORIZONS SOFTWARE 

Brian Sarrazin of New Horizons Software was 
eager to demonstrate three additional enhance- 
ments to their new^ release ofProWriteS-O. A new 
Font Sub Menu allows the user to easily add any 
additional fonts and sizes — up to 18 different 
fonts. With the sub menu a user can novv^ select a 
font and add it to the menu without going through 
Preferences. Now, tliere is a selection of die most 
used t>pe fonts easily accessible. 

ProWrite now has ilie abilit)^ to speak text 
direcdy from any ProWrite document. The speech 
can be written phonetically or Pro write can con- 
vert text to phonetics widi an added educational 
element. This special feature was requested by 
educators of the visually impaired. Voice controls 
aUow ProWrite to speak with a male, female, or 
robotic voice and permits complete adjustment of 
die speed and pitch. 

ProWrite has also added a new file requester 
that moves back and fortii tJirough the mounted 
devices and steps tlirough the different levels of 
the devices and assignments. This new feature 
allows you to access a particular assignment or 
padi name, 

DIGITAL CREA TIONS 

Digital Creations demonstrated theirDCTV, a 
new way of looking at the video data coming from 



the computer. DCTV receives a compressed 
digital video data stream, expands it out and 
creates the NTSC video signal. It does this over 
and over again at sbcty frames per .second in real 
time. To do diis the DCW Ls connected to die 
RGB and parallel ports of die Amiga. Tlie RGB 
port provides tiie data for die video, while the 
parallel pon is used to control it and to tell it 
when to digitize. It also uses tlie parallel port to 
send die digitized infonnadon back to die 
computer. 

NTSC video is delivered without using 
expansive amounts of die Amiga's memorv^ The 
conversion system is adjustable to lower levels 
which allows extremely detailed final images. 
These lower memory levels also allow for ani- 
mation. The end result is a ver^' vivid animation 
using extremely small amounts of memory*, so 
die user can complete much longer animations. 
This same feature allows video digitizing tliat 
can be u.sed in odier applicadons, again without 
die need for extremely large amounts of mem- 
ory. 

There is a paint system under development 
for DCIV' that should be available when DCT\^ 
comes out. It is a full -color NTSC paint system 
for DCTV. It can miport 24 -bit files and deal wiUi 
tliem direcdy. It deals witii color through a 
special system tliat optimizes its use. It utilizes 
a more dynamic color range in areas w-here die 
human eye is more likely to note a difference, 
such as in the green of trees, or in flesh tones. 

DCT\^ will contain the paint program and 
will be available in September for less Uian 
5500.00. It will work on a one-meg system; 
howe%'er, increased memory will increase the 
system's efficiency. The plan is for DCTV^ and 
tiie paint program to be bundled. A delay in 
completion of die paint program may force 
Digital Creations to delay their release of DCTA^ 

777? DEVELOPMENT 

The Wbrkbettch Managetnettt System , or 

WMS , is one of tiie most simple and elegant 
systems for using the Amiga tl^at we have seen. 
WMS is an unlimited amount of user-definable 
buttons "that allows die loading of any Amiga 
application whedier it is a CLI or Workbench 
program." There is a simple button editor that 
allows any user to create a button to access their 
most-used programs. 

WMS comes with eight built-in applica- 
tions: A text editor, a calendar, a telephone and 
address .system that has both a personal and 
business section, a cute clock which reads the 
time in various formats, a help system for CLI/ 
Shell commands, ASCII chan, and AmigaDOS 
enor codes, an archival system for telecommu- 
nication and .storage, a universal tool to open 
almo.st any file, and a simple means of setting 
your Amiga's internal clock. At S44.95, TTR's 
new product appears to be a ver>^ good deal. 

SUrRA CORPORAnON 

Supra brought a brand-new^ booth to 
AmiEXI^O. They announced a new 8 meg mter- 
nal RAM for die Amiga 500 called the Supra RAiM 
500. They were also showing Uie SupraDrive 
500XP which will incorporate a hard disk and up 
to 8 meg of RAM in one small external case. 

Supra displayed what appears to be the 
first 68040 accelerator board for the Amiga 3000. 
To our knowledge, diis is die first public display 
of any accelerator for any computer platform 
ihat utilizes the 68040. Howe\'er, \vg did not see 
the unit perform, nor were there prices avail- 
able. 



MjLS^T 

Memory And Storage TechnoJogy dis- 
played dieir n^^ BUtz BASI(?^K They are waiting 
for die hardware dongle, which is dieir copy 
protection system for the compiler. The programs 
created by tlie compiler do not require a dongle. 
The dongle is only used to protect the Blitz BASIC 
compiler. The dongle will be available for sale to 
odier developers to protect dieir programs. 

Blitz BASIC is an extremely powerful pro- 
graming language that has reduced tlie amount of 
instructions required to access die graphics and 
sound capabilities of the Amiga. 

NEWTEK 

Neu'Tek literally cornered this AmlEXPO witli 
two booths. The first boodi, sponsoring tlieir Digi- 
PaiQt 3, Digi-View Gold, and Demo Reel 3 was 
die first diing tliat attendees saw as diey came 
down tiie escalator. 

The second boodi occupied nearly Uie entire 
back wall of die exposiUon and featured live 
demonstrations of the NewTek Video Toaster, the 
Perin & Teller Toaster training video and a sneak 
preview of Allen Hastings' new animation system, 
lightwave 3I>, a 24-bit 3D animation system 
scheduled for release in September, Light Wave 3D 
works exclusively w^idi the Video Toaster and 
includes high end features such as transparency, 
multiple light sources (widi color), hierarchical 
motion for objects, lights and cameras, plus special 
effects such as fog, waves, and much more. Video 
images can be mapped to any object. The package 
is based on rendering instead of ray tracing which 
improves production time dramatically. 

PROGRESSIVE PERIPHERALS 
& SOFTWARE 

In a hospitality suite, Progressive demon- 
strated tliree new^ products for die Amiga to be 
available soon. The first is QicTape-40, a streamy 
tape backup system that will connect to the floppy 
port of any Amiga. QicTape-40 uses the popular 
QIC-40 tape format system and is promised to be 
as easy to use as attaching a floppy drive. The QIC- 
40 format ai.so makes it possible to save Amiga or 
IBM formatted material and read it on the odier 
computer pladbrm. Advanced software tools, and 
options such as scheduling, make this a very 
attractive new device. Progressive has not yet 
established a price for this hardware, to be avail- 
able diis month. 

Double Talk is Progressive's new Ap- 
pleTalk^"^' -compatible network for die Amiga, This 
handy device will allow Amigas to coexist on 
AppleTalk^^' networks with Apple Macintosh'^''' 
systems. However, the system will run twice as fast 
(hence the name, Double Talk) when the netu'ork 
is established widi Amigas alone. This product w^ill 
also be available diis month. A suggested retail 
price is not yet available. Al.so, to further enhance 
dieir work in graphics. Progressive has created a 
ray-tracing softw'are program to work with their 3- 
D Professional. 

DIGIFEX CORPORATION 

DigiPeX is a new hardware manufitcturer 
providing a series of new products for the Amiga. 
Some of these product designs were originally 
developed for die Amiga by CMI, but are coming 
to the market under the DigiFeX label. 

Interact is an AppleTalk™ compatible 
network device in both A500 ($299.99) and A2000 
(S329.99) versions. This unit will work between 
Amigas and wil! also run on a standard Mac 
network. It is ideal for connecting Amigas to 
Macintosh^" networks for printer access. 
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V. I. p. (Video Interface Professional) is :i 
multiple output video encoder wiili several nice 
features at SI 29-99- The MultiPORT Board with 
its 25 pin parallel pon, 9 pin RS-232 serial pon, 
8 din RS-422 serial pon, sofPA'are, and more al 
S249-99 (S299.99 with SCSI) provides additional 
ports for your A2000- There is also a Processor 
Acceleraior for the A 1000 and A2000, a MIDI! 
interface, and two multiple output video 
encoders to round out DigiFeX's growing array 
of Amiga tools. 

ASDG 

ASDG's Perr^' Kivolowiiz stopped a I 
AiiiiEXPO on his return from Commodore's 
DevCon in Atlanta. ASDG announced a series of 
modules and add-ons for The Art Department, 
Two file loader modules are now availal:)le for 
converting TIFF and PCX images generated on 
PC's. Macs, etc. The An Department is a full 
featured 8- and 24 -bit color image processing 
software. The initial reaction from graphics 
users have been ver\' compUmentar>^ 

APPLIED ENGINEERING 

This Carrollton, TX compuny introduced 
their AE S,5" 880K Disk Drive (Price: 



SI 19.00X RAM Works, a 5 1 2K R.^M expansion 
board for tiie A500 (Price: $119.00X plus a new 
high-capacit\- power replacement suppl)' for the 
A500 (Price: S99.00X 

LAKE FOREST LOGIC 

This Lake Forest, IL company 
demonsiTdted Tlje Disk Mechanic , a package 
of AmigaDOS utilities that includes an archival/ 
incremental hard disk backup program, a utility 
that recovers deleted files and repairs corrupt 
disks, and a full-feature disk block editor, 
among numerous others. The tune-up option 
can boost disk performance by as much as 400 
percent! Price: $89-95 

SIERRA ONUNE 

Three new games brought Sierra Online in 
Chicago; Iceman, an interactive ad%'enture 
game with state-of-tlie-an graphics and sound 
(Price: S59S5); Hoyle's Official Book of 
Games — Solitaire ($34.95}, and Dynamic's A- 
10 Tank Killer, a ground attack flight simulator 
(Price: $49.95). 

SO fT'LOGIK PUBLISHING 

Soft-Logik announced details of a new user 



group/dealer suppon program and also put 
PageStream 2M desktop publishing software 
tJirough its paces. Price: $295.95; $75.00 
upgrade for registered users of earlier releases, 

SFIRITTECHNOLOGY 

Spirit Technology Corporation showed off 
Interlok , a (broadcast -qualic\' genlock featuring 
advanced, reliable circuitrv^ tliat locks an Amiga 
scan rate to NTSC or PAL broadcast 
synchronizing stand^irds. Price: $569.00. 

Also on display at the Spirit Technology 
bootli wixsFat Trapper, a 4-megabyte internal 
ILAjM expansion for the Amiga 500, Prices start at 
Sll9-00for0K. 

MICROWAY 

MicroWay. Inc. highlighted their brand- 
new DEB 2000, a no-$lot flickerFr>:ER witJi 
genlock compatibility option. Price: S 75.00. 

XETEC 

Xetec, Inc. exliibited Fastcard Plus , an 
ACSI controller/RAM expansion that adds up to 
8 megabytes of RAM to an A2000 using no drive 
bays and just one expansion slot. 

(continued on page 95) 
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ACE 

P.O. Box 591 

Oak Forest. IL 60452 

(708) 687-7768 

Inquiry #235 

AMERICAN PEOPLE/UNK 

165 N. Canal Street, Suite 950 

Chicago. IL 60606 

(312)648-0660 

Inquiry #236 

AMIGA VIDEO MAGAZINE 
200W.72ndSt.,Suile53 

New York, NY 10023 

(212)724-0283 

Inquiry #237 

AMUSE NEW YORK AMIGA USERS 

151 Ut Avenue. Suite 182 

New York, NY 10003 

(212)540-1670 

Inquiry #238 

APPUED ENGINEERING 
32 lOBeltiine, Suite 154 

Dallos, TX 75234 

(214)241-0055 
Inquiry #239 

ASDG. INC * 

925 Stewort Street 

Madison, Wl 53713 

(608) 273-6585 

Inquiry #227 

BATTLETHCH CENTER 

Mezzanine Level. N. Pier Terminal 

435 E. Illinois St. 

Chicago, IL 6061 1 

(312)836-5977 

Inquiry # 276 

BLACK BELT SYSTEMS 

396 Johnson Rood 

Glasgow. MT 59230 

(406) 367-5509 

Inquiry #240 

SRIWALL 

P,0. Box 129 

Kutztown. FA 19530 

<800) 638-5757 

inquiry #24 1 



CALIFORNIA ACCESS 

1 30 Knowfes Drive 

LoiGatos,CA95030 

(J08) 378-0340 

inquiry #226 

CALIFORNIA FREEWARE 

1747 E. Ave. O. Unit CI 

Palmdale, CA 93550 

(805)273-0300 

Snquiry #242 

COMP-U-SAVE 

414 Mo pie Ave. 

Westbur/,NY 11590 

(516)997-6707 

Inquiry #243 

CREATIVE COMPUTERS 

4453 Redondo Beach Btvd. 

Lowndole. CA 90260 

(213)370-2009 

Inquiry #244 

DIGIFEX 

610 Main St. 

Oregon City, OR 97045 

(503)65^6818 

Inquiry #245 

DIGITAL CREATIONS 

2S65 Sunrise Blvd. Suite 103 

Roncho Cordova. CA 95670 

(916)344-4625 

Inquiry #246 

ESP CORPORATION 

1026 W. Van Buren 

CNcago. IL 60607 

(312)243-5660 

inquiry #273 

FOX VALLEY AMUSE 

P.O. Box 4125 
Aurora. 1160507-4125 

(707)759-1590 
Inquijy *247 

FREE SPIRIT SOFTWARE 

P.O. BoJt 128 

Kutztown. PA 19530 

(215>663-5<;09 

Irtquiry #248 



GATEWAY AMIGA CLUB. INC. 

P.O. Box 811 

Bridgeton. MO 63044 

Inquiry #249 

ICD, INC. 

1220 Rock Streeet 

RockfordJL61101 

(815)968-2228 

Inquiry #251 

INCREDIBLE TECHNOLOGIES jNC, 

709 W. Algonquin Rd. 

Arlington Heights. IL 60005 

(708) 437-2433 

Inquiry #274 

INTERACTIVE VIDEO SYSTEMS 

11612 Knott Ave., Suite ^3 

Garden Grove, CA 92641 

(714)8907040 

Irtquirv #252 

GOLEM WARE 

A subsidiary of Kupke Computertechnik 

Burgweg 52A 

D-4600 Dortmund, West Germany 

011-49-231-816-325 

Inquiry #254 

LAKE FOREST LOGIC, INC. 

2801 E. Bollard Road, Unit E 

Lake Forest, IL 60045 

(312)816^6666 

Inquiry #255 

MEMORY AND STORAGE TECHNOLOGY 

1395 Greg Street 

Sparks, NV 89341 

(702) 35^)444 

Inquiry #256 

MEMORY WORLD 

2476Croydon Court. 

Bensolem, PA 1 9020 

{215)741-6225 

Inquiry #257 

MiCHTRON/MICRODEAL 

3285 Lopeer Rood West 

Auburn Hills. M! 48057 

(313)377-8698 

lnqMrv#2$8 



MICRO ED ENTERPRISES 

444 North OrJeons. Suite 250 

ChlcaooJL 60610 

(312)836-4224 

Inquiry #259 

MlCfK)TOUCH SOLUTIONS. INC. 

1885 N. Forr^worth Ave., Suites 6-8 

Aurora. IL 60505 

(706)8513033 

Inquiry #260 

MCROWAY 

P.O. Box 79 

Kingston, MA 02364 

(508)746-7341 

Inquiry #261 

MIGRAPH 

200 S. 333 Street Suite 220 

Federal Way, WA 98003 

(206)638-4677 

Inquiry #262 

NEV/ HORIZONS SOFTWARE . INC. 

206 Wild Basin Rood, #109 

Austin, TX 78746 

(512)328-6650 

Irx^uiry #263 

NEWTEK, INC. 

nSW. Crane Street 

Topeko,KS 66606 

(913)354-1146 

inquiry #264 

OXXMNC." 

1339 E.281h Street 

Long Beoch. CA 90(339 

(213)427-1227 

Inquiry #224 

PROGRESSIVE PERIPHERALS & 

SOFTWARE * 

464 Kaiomoth Street 

Denver. CO 80204 

(303)825-4144 

inquiry #226 

PULSAR INTERNATIONAL 

414 Mople Avenue 

Westbury.NY 11590 

(516)997-6903 

Inquiry #265 



RING SOFIWARE 

726 E. State Street 

Geneva. IL 60134 

(706)232-0009 

Inquiry #266 

SAFE HARBOR 

W255 N499Grondview Blvd. #204 

Waukesha. Wl 53186 

(414)548-8120 

Inquiry #267 

SIERRA ON-UNE 

40033 Siefra Way 

Ookh^urst, CA 93644 

(209) 683-4468 

Inquiry #268 

SOFT'lOGIK PUBLISHING CORPORATK3N 

1 1131 F South Towne Squoro 

St. Louis. MO 63123 

(314)694-8608 

Inquiry #269 

SPIRIT TECHNOLOGY CORP. 

220 W 2950 South 

Salt Lake City, UT 64 115 

(801)485-4233 

Inquiry #270 

SUPRA CORPORATION 

1 133 Commercial Way 

Albany, OR 97321 

(503) 967-9075 

Inquir/ #27 1 

TTR DEVELOPMENT, INO 

1120 Gammon Lone 

Madison, Wl 537 19 

(608)277-6071 

Inquiry #275 

XETEC, INC. 

2804 Arnold Rood 

Sollno.KS 67401 

(913)627-0685 

inquiry #272 



* Denotes componies which did not formofly exhibit, but did attend the show with infoimalion on their lotest product developments. 
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Video For Amiga 




PanasoniC/q[ 

Professional/industrial Video /y—U 




G8(G Technologies is one off lie 
largest Panasonic Industrial video 
dealers in ttie country. We can 
provide you witt) all your video needs, 
wtiettier you are a weekend wedding 
photographer or a broadcast pro. 

We are strong advocates of the 
S-VHS format and Panasonic Industrial 
is the industry leader for those products. 
If you need an S-VHS camcorder, or 
an S-VHS edit system, call us and we 
y/J will explain the various options. If you 
I-/ are currently working in another format, 
we can show you how to adapt your 
gear to the S-VHS format. The high 
resolution of S-VHS is ideal for Amiga 
applications. Panasonic's WJ-MX12 
mixer and an Amiga can make for 
some terrific special effects to enhance 
your productions. 

Call (or stop in) and let us help you 
with all your video needs! 



0&Q Technologies 

800-422-2920 

333 North Street, Teterboro, New Jersey 07608 

Store hours are Monday-Friday, 9am-5:30pm (EST) 

We accept MasterCard, Visa, American Express & COD. 

In New Jersey please call 201-288-8900. Our fax number is 201-288-6881. 
Be sure to visit our booth at Video Expo in New York, September 11-13. 
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Amiga For Video 




We specialize in Amiga 
pacl<ages for video applications. 
If you liave been frying to find an 
aufhorized Amiga dealership fliaf 
knows video products and how 
they relate to the Amiga, then call 
usi Our knowledgeable sales 
staff will assist you in creating a 
video package that will suit your 
needs AND your budget. 

We carry the complete 
Commodore Amiga line, a full 
selection of genlocks for the 
Amiga, and all the video software 
for any type of video project. If 
you are in the area, we invite you 
to stop in and see the new Amiga 
3000 demonstrated in our state- 
of-the-art showroom. 



C^ Commodore^ 

AMIGA 

3000 
0&O Technologies 

800-422-2920 

333 North Street, Teterboro, New Jersey 07608 

Store hours are Monday-Friday, 9am-5:30pm (EST) 

We accept MasterCard, Visa, American Express & COD. 

In New Jersey please call 201-288-8900. Our fax number is 201-288-6881. 
Be sure to visit our booth at Video Expo in New York, September 11-13. 
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by Stephen Kemp 



THE DISCUSSION OF FUNCTIONS SUPPORTING MY VER- 
sion of doubly linked lists (or queues) continues this month. In this 
issue we will demonstrate one method for sorting ihcsc queues Jn 
a doubly linked list, elements are stored in such a manner that one 
element "points" to bodi the preceding element and the next 
element in sequence. This is accomplished by using structures to 
maintain the forward and backward pointers. The structures we are 
discussing are defined below: 

typedef stmct x { 

struct X *prevf 
struct X 'next? 

unsigned short len; 

) QITEM; 

typedef struct { 

QITEy, 'bot; 

QITEM -top; 

unsigned long cnt; 
J QMAZN; 

The first suucture type is named QITEM and is "overhead" to 
each element maintained in a queue. Every member of a queue 
uses the structure to point back to the previous member and 
forward to the next member of the queue. An additional item is 
included in this structure to enable the members to handle variable 
lengdis. 

QMAIN is a stmcture that defines the "head" of a queue. This 
structure contains a pointer to the first element and a pointer to tlie 
last element of the queue (top and bot). A counter (cnt) maintains 
the number of items contained in the list. Notice that the order of 
the strucaire v^ariables 'top'' and "bot" is important. The item "bot" 
is aligned in the same position as the QITEM sD*ucture member 
"prev", *top" is aligned witli the stmcaire member "next" in QITEM. 

Doing diis allows you to treat the QMAIN as a pseudo- 
element and make a complete circle through the queue. When you 
address the header in diis manner, tl^ie last element is the previous 
element, and the first element is tlie next element. 

The last few columns have included tlie basic code required 
10 handle doubly linked lists using these structures. Basic queuing 



functions include those that initialize and free a queue, add items 
to and remove items from a queue, and positioning ftmctions that 
allow you to locate particular elements. Implementation of queues 
varies, but if you missed tliose previous articles, you can probably 
adapt this month's sorting function to meet other requirements. 

Once a list of items has been established, one common task 
that your program will attempt is sorting the list into some particular 
order. Sorting any kind of list or set of items is not the simplest of 
operations. There are numerous books devoted entirely to sorting 
methods and implementations. The optimum method to use 
depends upon tlie data to be sorted and die relative ''order" that 
exists before the sort begins. If you know what method best suits 
your data, then you may opt to use diat method. 

However, when writing a generic sort routine, you'll have to 
limit the sort function to one or t^^o methods, since you can't 
include ever}- possible method into one function. Optimizing a 
function to accommodate multiples can be done. Basically, sup- 
porting more than one sort method means that a "pre-pass" must 
be made dirough the data to determine the appropriate sort method 
to use before the actual sort begins. Program speeds w^ill begin to 
fall as you support more methods because the time it takes to 
perform the pre-pass will increase as you add more metliods to 
evaluate. All of tliis is beyond the scope of tliis article and the 
quesort function included here performs only one type of sort. 

Listing One contains the support functions required for die 
example program provided in Listing Two, The functions qinit, 
qadd, qdel, and qfree were all part of the original article and will 
not be explained in detail again. Sorting requires t^^o newhmctions 
(that appear last in Listing One): quesort, and swap_pir. 

A first glimpse of die definition of die quesort function may 
intimidate some, but it is not as bad as it looks. The first parameter 
is the address of a QMAIN (the head) of a queue. The second 
parameter is die offset of the data widiin each element that is to be 
sorted, and the third parameter is the widdi of the information to 
be sorted. Since queue elements can be whatever you desire, you 
will not always want to sort a queue by the entire element's width, 
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nor ^ill you always want to begin at the first data byte. Allowing 
the offset and length to be included as parameters means tliat die 
sorting function can be written in tlie most versatile manner. The 
last parameter is a pointer to a function and may be new* to many 
of you. 

Stating tlie fourtli parameter in words is probably the easiest 
way for you to understand the definition. Parameter four is: A 
pointer to a function that returns an integer where tlie function 
expects three parameters; pointers to tv^'o data blocks tliat will be 
compared and tlie length of the comparison. Pointers to functions 
may not be common in your code, but tliey have the same use as 
any other pointer. It allows you to indirectly call a function from 
within another function without having to actually reference it by 
name. 

Why include a pointer to a compare function as a parameter, 
rather dian use tlie same compare for all sons? The answer is almost 
tlie same as why the offset and length are included as parameters. 
Since any type of element can be stored in a queue, tlie comparing 
required for the sort to operate may involve more than a simple 
b)T:e-for-b>te comparison. 

For example, suppose an element witli the string ''NAME", 
and another element with a string **nanie", are stored in a queue. 
Some programs may require diese to be equivalent (case-insensi- 
live), but we know that a byle-for-byte comparison will find die two 
strings unequal In diis instance, you might want to include the 
function "stmicmp"' (the case-insensitive string compare with 
lengdi) as the compare fimction w^hich would fmd the two strings 
equal. 

To support sorting, the compare ftinction that you include as 
tlie last parameter should return one of three values: Zero (0) if the 
two data items are the same, a negative value if the first data element 
is smaller than the second, or a positive value if die fii-st data 
element is greater. Relying on the compare function to return these 
t>'pes of values means that you should be able to use any one of 
several C functions provided in your libraries. 

In addidon to sunicmp, mentioned above, you could also use 
memcmp, strncmp, or any otlier function that meets the require- 
ments specified in the prototype (even specialized functions tliat 
you might wTite). Note that if you want a descending sort, radier 
dian the normal ascending provided by die library^ functions, then 
you will have to v^Tite your own compare function. 

The operadon of die quesort function if fairly simple. Using 
a loop widiin a loop, you first point to the last element and begin 
comparing it to all die elements in die queue beginning with the first 
element. If two elements that should be swapped are found, a flag 
is turned on and die inside loop completes (breaks). Then die 
elements are swapped. Once you have been through the entire 
queue in the outside loop, the queue has been sorted. 

Swapping the position of elements in a queue is fairly 
straighdbi"ward. A specialized case diat must be watched for is if die 
two pointers are adjacent to one another. The fimction swap„ptr 
examines for diis case first and varies die method of swapping if die 
two elements are adjacent to one another. Basically, all diat is 
required to swap two elements in the queue is to swap their 
previous and next pointers and to reassign die pointers diat pointed 
to die rt\'0 elements. It might sound complicated, but it isn't. Try 
a few examples on paper to better understand what the code is 
doing. 

Once all die queuing functions have been established, the 
program provided in Listing Two can be written. It first initializes 
a new queue. Next, 22 elements (the number that can appear on 



a full screen without scrolling ofD are added. Elements are a 
structure defined by the ELEMENT typedef at die top of the 
program. A count during add is maintained in tlie suucture and a 
random number is assigned into die odier value. Wliile the queue 
is being established, the count and value of each element is 
displayed. 

After die queue has been established (and you press "Enter"), 
then the queue elements are sorted by the values that were 
assigned- Here I should point out somediing diat some of you may 
not have seen. The offset parameter, ^((ELEMENT •)NULL)->val, 
that is passed to quesort is a way of determining die offset of a 
variable within a structure without trying to count die size manu- 
ally. Your compiler will determine tlie offset like diis: ''Evaluate the 
offset of val in the suucmre ELEMENT from the address zero," The 
offset of any item from the address zero is the number of bytes 
required to index into the stmcture where that item begins. This 
is a useftd coding "uick", because it means thai if you later add more 
items (any^'here in die structure) you do not have to search your 
code for any calculations that you made by hand. I normally have 
a macro definition in my include files diat accomplishes diis task, 
much like the "sizeof ' directive that die C language offers. The 
macro can be defmed as: 

^define offsetof (a, b) ((int) £ ( ( (a -)NULL) ->b) ) 

The '*a" parameter is die structure r\pedef name, while 
parameter "b" is the structure item in question. With this macro I 
could have changed the call to; quesort(&queue, 
ofTsetof(EIEMENT,val), sizeof(item.val),memcmp). Reaiming to 
the example in Listing Two, die call to quesort simply includes the 
memcmp function provided in the lattice library as the compare 
ftmction. After the sort completes, the elements are redisplayed 
again with their original element position, Memcmp will have 
sorted the elements into ascending order. Pressing "Enter" will 
move to die next test. 

As a fmal test of the queson fimction, the items are resorted 
back into their original sequence. Notice that the offset parameter 
passed to die sort function is determined in the same manner as 
described above. When this sort is finished, the items are again 
redisplayed to verif\^ that the sort worked properly. The fmal 
sequence should match die sequence in which die elements were 
originally added to the queue. 

Queueing can be a great addition to many programs. It offers 
more versatility than arrays since the elements can be variable sizes 
and a variable number can be maintained without pre-allocating 
space. Tr)^ these functions out and see if you can put diem to use. 
If you missed the two previous articles, try to get a copy of each and 
see what you have missed. You can learn a lot from experimenting. 



Listing One 



* Include "queue.h" /• defines prototypes and QITEM and QKAIN */ 
♦include <stdlib,h> 

/* ' */ 

/• QINIT establishes a new Queue by pointing the top and bottom 
/* pointers to the head of the queue and sets count of items to 
/* zero. WARNING: if you do this function is passed an "active" 
/* queue then the rceitiory and elenients that it contains will be 
/* lost. 

/• — */ 

void qinit (Qt-IAIH *que) 
{ 



*/ 
*/ 
*/ 
*/ 
•/ 
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Spotlight on Software 

3D Pfotessionol ,..,.. 299.00 

Amiga VisJon .,. 95,00 

Art DeDortment 63,60 

Art Deporrment GIF Module 30.50 

Bars & Roes 170-00 

Bcrs & Pipes Sound KJt ., 37.99 

Bars & Pipes Music Box A 37,99 

CygnusEd Professional 2.0. .„ 65.00 

Elan Performer (New!) 99,00 

exceilencel 2,0 179,00 

Hardball It ,. 31.99 

LaTTiceC3.05 190.00 

Math Blaster Plus 31.99 

Might & Magic 11 42.99 

Pirates 29.00 

Police Quest 2 35.99 

Professional Draw 2.0 130.00 

Pro Write 3.0 95.99 

Saxon Publisher... 261.00 

Storm Across Europe 43.50 

Tennis Cup 26.00 

Their Rnest Hour 42.99 

Treasure Trap 26.00 

Vista Scene Generator 59,00 



Great Prices! Shipping 
based on weight and zone. 

For Information & [Catalog Call 
Voice 414-544-2066 
Pursuitable BBS 414-544-6567 



Spotligttt on Hardware 

66030/4 megs/'882 1995.00 

fItckerFtxer „ 375.00 

FIOPDV Drive, SuDraDrive .... 120.00 
RoDpV Drive, Internal 2000 ., 90,00 

Genlock. Min:Gen 210,00 

Hcrddrive, Quantum 40 390.00 

Harddrive, Quantum SO 599.00 

Harddrtve, Quantum 105,,.. 679,00 
Harddrive, Supra 4:Q 500 „ 635,00 

Memory, 501 Clone 51 2K 70,CO 

Memory, AdMM 520 Ok 500 108,00 
Memory, AdRAM 540 OK 500 CAil 
Memory, Adv 2080 8Meg OK 147.00 
Memon^, BcseBoord OK 500 128.00 

Modem. Supra 2400 120.00 

Modem. Prog Periph MNP .. 150,00 
Mouse. Golden Image Opt ,. 69,00 
Power Supply. Micro R&D,. 96.00 

Scanner, MiGrapn ,.... 339,00 

SCSI Controller, Adv 2000 ,. 150,00 
SCSI ContTOlter. Byte/Sync „ 160,00 
SCSI Cntnr. FastCcrd Mini .. 120,00 
SCSI Controller. FcstCcrd+ 195.00 
SCSI Controller. Word/Sync 1^.00 
Trdckboll. AmTRAC 75.00 



Orders Only Please; 

800-544-6599 

Visa/N/1C/CODs 
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2414 Pendleton Place ■ Waukesha. WI 53188 ■ 9 AM to 5 PM M-F 



V 



ptr - peniber->prev; 
ptr->next - menjber->nejtt,' 

ptr " me3iiher->next; 
ptr->prev *■ men5ber->prev; 
qtie->cnt-; 
fre« (member) ; 
return {ptr} ; 



/• point to the ite» before the element */ 

/* it now points to the ite^i after meinber 

/• point at the item after the element •/ 

/* it now points back to the item before */ 
/* the queue has one less eleraent •/ 

/• free the item */ 

/* return the pointer to the next item */ 



/* */ 

/* OFPlEE will free all the memory associated with the nieirijers of */ 
/* the queue indicated as the parameter. */ 

/* */ 

void qfree{QMAIM •que} 
{ 

forl;que->cnt > 0;) { 
qdel (que^ que->top> ; 



) 



QUESORT (named so it won't conflict with any *quick sort" functions*/ 
that might be in your C libraries) is a function that expects */ 
a queue's Main pointer and the offset and length of the data that */ 
is to drive the sort. In addition, it expects a function pointer */ 
to a "^compare" function that will return a negative value If the •/ 
data is less than the second, if the two are equal, and a •/ 
positive integer if the first block is greater than the second */ 



void qyesort (QMAIN *que, unsigned offset, unsigned len, 

int {• compMvoid *datl^,void *dat2, unsigned len)) 
f 

QITEM -ptrl, "ptr2; 

Char *offl, *off2; 

char moveit; 

fortptrl » que->bot; ptrl ;^ (QITEM Mque; 3i /• point to rear */ 
»oveit =0; /' flag of swap */ 

for (ptr2 - que->top; ptrZ t- ptrl; ptr2 -^ ptr2'>ne>it) I /* 



start */ 
*/ 

off */ 
-/ 

move */ 
*/ 



offl = ({char *3(pcrl+l)) + offset; /* point at first off 

off2 - ((char *) (ptr2+l) ) + offset; /* point at second 
if ( (*comp} (offl, off2, len) < OJi /* call compare func 



novel t - I; 
break; 



/* if 1 < 2 then 
/" stop looking 



que->top - {QITEM •Jque; /• point top to MAIN */ 
que'>bot « (QITEM *)que; /* point bottom to MAIH */ 
que->cnt - OL; /• Ko items in queue yet */ 

J 

/* */ 

/* QADD is used no add a new item to the queue in front of the 
/* QITEM pointer that was passed. To add an element to the end 
/* of a queue the pointer to the Q^SAIN should be passed as the 
/* member. Because of the overhead required to maintain the 



/* QITEM links the n5axirau.Ti ele.irent size that can be added isr 
/* (maximum unsigned short value - sizeof (QITEM) ) or €5535 - 10 

/* •/ 

QITE^S * qadd(QMAIK *que, QITEM *taectber, void "data, unsigned shor:: len) 
I 

unsigned short reqsize; 

QITEM »memaddr, •irieirprev; 

reqsize - len + sizeof (QITEMJ ; /' adjust size •/ 

if ( (memaddr ~ (QITEM ') malloc (reqsize) ) — HULL} /* get memory •/ 
return ( {QITEM 'jNULLJ; f* no memory */ 



memprev » member- >prev; 



iiemaddr->prev ■ memprev; 
.*nemaddr->next - member; 



/* point to item before member */ 

/* make new item's previous pointer */ 
/• new item's next is the member */ 



memprev->next - memaddr; /* the previous item now points to new */ 
member->prev » memaddr; /* the next item points back to new */ 

memaddr->len - len; /• the length of the iteirt stored ■/ 
movmem (data, (memaddr+l» , len) ; /* store the data passed •/ 
que->cnt++; /* count increments for this queue */ 

return (memaddr) ; /• return the QITEM pointer to new item 

*/ 

1 

/* V 

/* QDEL will remove the item pointed at by the passed pointer */ 

/* from the queue indicated. »/ 

/* — */ 

QITEM • qdel (QMAIN »que, QITEM *member) 

( 

QITEM "ptr; 

if (rr.eaber «•» (QITEM 'Jque) /• first check to see if pointer is MAIK 

return {member) ; /• if so then return (nothing to do */ 



if (moveit} { 

swap_j)tr {ptrl,ptr2) ; 

ptrl - ptr2; 
)elae{ 

ptrl = ptrl'->prev; 

) 



/* if flag on */ 
/* if so then swap 

/* keep position */ 

/* move one back */ 



/* SWAP_?TR is a function that will swap the position of two pointers 

•/ 

/• within a queue. The data does not have to be moved 



void swap^ptr (QITEM *ptrl, QITEM •ptr2) 

QITEM temp; 

if (ptrl->next == ptr2) { /* 

(ptrl->prev) ->next - ptr2; 
(ptr2->next) ->prev »- ptrl; 

temp.prev - ptrl->prev; 

ptrl->prev » ptr2; 

ptrl->nejtt » ptr2-5>next; 

ptr2->next « ptrl; 

ptr2->prev - temp.prev; 

return; 

if (ptr2->next --. ptrl) { /• 
(ptr2->prev) ->next - ptrl; 
(ptrl->next>->prev - ptr2; 
temp.prev « ptr2->prev; 
ptr2~>prev -^ ptrl; 
ptr2->next =■ ptrl->next; 
ptrl->next = ptr2; 
ptrl->prev = teiGp.prev; 
return; 



} 



(ptrl->prev) ->next « ptr2; 

(ptrl'>next)->prev - ptr2; 

(ptr2->prev) ->next « ptrl; 

(ptr2->next)->prev - ptrl; 



if one points to two •/ 
/* one's prev point to two */ 
/* two's next point to one */ 
/* save one's prev •/ 
/* one's prev is now two */ 
/* one's next is two's next */ 
/' two now is before one "/ 
/* two's prev is old prev */ 
/* swap is co.-nplete */ 

if two points to one */ 
/• two's prev point to one */ 
/' one's next point to two */ 
/• save two's prev */ 
/" two's prev is now one */ 
/* two's next is one's next */ 
/* one now is before two */ 
/* one's prev is old prev */ 
/" swap is complete */ 



/■ prev's next points at two */ 

/• next's prev points at two •/ 

/■ prev's next points at one •/ 

/• next's prev points at one */ 
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temp, pre V = ptrl->prev; 

temp* next = ptrl->nei£t; 

ptrl->prev = ptr2->prev; 

ptrl->next -^ ptr2->neKt; 

ptr2->prev = tetnp.prev; 

ptr2->fiext - temp, next; 



/* store one's previous */ 

/' store one's next */ 

/* get t^o' s prev */ 

/* get two's next ■/ 

/* assign temp prev */ 

/* assign temp next •/ 



Listing Two 



--/ 



/' This progrant will test the integrity of the queue sorting functions 

V 

/* functions. 

-/ 

/• 



4include "queue. h" 
linclude <string.h> 
f include <stdio.h> 

/* Define this structure to place data into ::he queue »/ 
typedef struct I 



short cnt; 
short val; 

} ELEMENT; 

void mainO 

QMAIN 
ELEMENT 

QITEM 

qinit (t queue) ; 



/* a counter for elenents •/ 
/* a value for randoD */ 



queue; 

elm; 

*ptr; 



/* initialize the queue "/ 



Assign random elements 



srand(l) ; 



elm. cnt 



/• seed the random the sane each tinie 
/* start inde;< with the first one */ 



fort ;queue.cnt < 22; eltir.,cnt + + ) ( /■ add 22 items */ 

elm.val *■ randO; /• get a randon number «/ 

prinrf[*'%d %d\r\n",eln-cnt,ein;.val) ; /* print out each 
element */ 

ptr =» qaddttqueue, (QITEM *) iqueue,£elm,sizeof (ELEMENT) ) ;/* 
add */ 

if (ptr — NULL) ( /• if failed to add •/ 

print f (''Cannot add more iceaLSNrNn*) ; /* give a message */ 
break; /■ end the test */ 



) 

get char {> ; 



/* stop to look */ 



/* sort the elements on the random value that was generated- The compare 

*/ 

/* function assigned is the itmcmp function defined later. 

*/ 

/* The length to compare is the size of the element {a short) 



quesort (tqueue, fi { {ELEHEHT *)NULL) ->val, siaeof telm.vftlKmemcmp) ; 

/* *^ 

/* Now redisplay the queue afcer it has been sorted. 



for<ptr - queue. top; ptr t- (QITEM *)*queue; ptr - ptr->next) i 
movmem((ptr+l),fielm,sizeof (ELEMENT)); /' get element from 

queue '/ 

printfC%d %d\r\n'',elm.cnt,elm.val); /• print It out •/ 

getcharO; /*stop to take a look -/ 



/* Now resort the queue back into the original sequence by using the 

*/ 

/* ELEMENT offset of the cnt index that was assigned to each during 

the*/ 

/* add process. 



Jluto^rompt 



mgiSoft 



TV SCRIPT PROMPTER 
FOR THE AMIGA 



AuloProinpt is a sophtsdcatcd scrolling prompter and text edit program designed for 
TV script prompting and informal f on displays. It has been developed in consultation 
with TV indasiry professionals, with ncxibiliiy, simplicity and speed as the primary 
design considerations. 

• AuloPrompt has a fuU intuition inierfacc with menus and Iceyboard shortcuts. 

• Se lee table font, font size, pa I let, speed and scroll direction. 

• Markers for instant movement to pre-defined cue points. 

• Message window and graphic scroll speed indicator. 

• Simple easy-io-use menu driven text editor with load, save and print options. 

• Impons ASCii or IFF FTXT fonnat text files. 

• Suppons PAL and NTSC in both interlace and non-intcrlace, high or low 
resolution. 

• Requires 5 Ilk of memory and Kickstan 1 .2 or later. 



AiitoPrompt ...,......,., US $295.00 

Demonstration disk ...TJS $15.00 



DlgiSoft 

1 2 Dinmore .St 
Moarooka 
Brisbane 4105 
Quconsbnd .Australia 



International toll free order numbers from the USA and Canada: 

from USA l-800o25-2l67 

from Canada 1-800^3-3940 

other countries 61-7-277-5255 

within Australia C07) 277-3255 

FAX 61-7-277-8473 

AmoPrompt a copyrlf hi (c) Dijrt.^<:^ 1 9^0 
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quesort CiqueLiei L { {ELEMENT • ) NULL) ->cnt, sizeof (elm. cnt) , memctnp) ; 

fojrtptr = qweue.top; ptr !- tQITEK "Jtqueue; ptr » ptr->next> i 

irovTiiemt (ptr+i J I ieln^ sizeof (ELEMENT} ) ; /* get element from 
queue */ 

prifitf(''%d %d\rVn",elfn-cnt,eln.val); /* print it out •/ 



) 



qfree {&queuet ; 



/■ Always free the queue 



'^ Queue. H 

typedef struct x ( 

struct X "prev; 
struct >t 'next; 
unsigned short len; 

) QITE«; 

typedef struct I 

QITEM *bot; 

QITEM 'top; 

unsigned long cnt; 
\ QMAIN; 

vaid qinit tQMAIN *que); 

QITEM • q»dd(QMAIN *que, QITEM -niember, void *data, unsigned short lenl ; 

QITEM * qdeKQMAiN "que, QITEM *mei53toer) ; 

QITEM • q3et{QMA.IK "que, unsigned long •item}; 

unsigned long qpos (QMAIN "que, QITEM *ptrJ ; 

QITEM ' qputtQMAIK -que, QITEM *ptr,voicl -data, unsigned short len} ; ^ 

void qfree (QMAIN *que) ; [ 

void quesort {QMMH 'que, unsigned of f set, unsigned len, ^ , ,, 
int {* coiap) (void -datl^void 'datZ, unsigned len)); 



void swap_jitr (QITEM 'ptrl^QlTEH *ptr2); 



•AC- 
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Fully Utilizing the 68881 Math 

Coprocessor 



Part III; Timings and Turbo_Pixel Function 



by Read Predmore, Ph.D. 



THIS ARTICLE ON PROGRAiMMING THE iMC68881 MATH 
coprocessor concludes a series that began with ' Turbochnrging the 
Savage Benclunark" and "Turbo Mandelbrot and Julia Set Calcula- 
tions", published in tlie March and June 1989 issues of Amazmg 
Computing, resi^ectively (see references on page 77 of this issue). 

As promised, I wind up tlie series by comparing the speed of 
calculathig tlie Mandelbrot set for the Amiga 2000, witli and witliout 
an MC6888 1 madi coprocessor. Also presented here are timings for 
the Amiga 2500, with and without doubie precision register vari- 
ables. Then follows a discussion on the turbo-pixelO function for 
writing a row of colors into a SuperBitMap. 

Finally, I present tv.^o debugging tools for working with the 
'881 math coprocessor, store_8810 and print_881(). Tlie 
store„88lO function will transfer a floating point number into die 
'881, and print_88lO will print out the internal floating point 
registers of tlie math chip. These can be used in a program or from 
within the Manx SDB debugger. 

MANDELBROT SET TIMINGS 

Table One is a summary of the time required to calculate a 
Mandelbrot set on boUi an .\miga 2000 and an .\miga 2500. Since 
these calculations were done just for timing, no screen was opened 
to display the Mandelbrot set and no pixels were actually written. 



Tabte One 


: Mandelbrot Set Timings 




Amiga 2000 Timings 








Az+ec C Compiler option 


+FF 


+F1 


4.FI 


Linker math library 


M.LIB 


MA.UB 


MA, LIB 


MC66881 Assembler Code 


No 


No 


Yes 


Run-time library 


Timings in seconds 
(Relative Speed) 




VI .3 Libraries 


600fl.6J 


1069 [1,0) 


104(10.) 


VI. 2 MiCfObotics Libraries 


590 CL8) 


645 CI .7) 


135 (7.9) 


Mlcrobotics StarMotti V1.01 


589 [1.83 


755(1.4) 


113C9.5) 


Amiga 2500 Timfngs 








Compiler option 


+^¥ 


+F8 


+n 


Linker math library 


M.LIB 


M8.L1B 


M8.LIB 


FP Register variables 


No 


No 


Yes 


Run-time library 


Timings in seconds 
[Relative Speed) 




VI, 3 Libraries 


335 [3.23 


129(8.3) 


39 (27.3 



The timings are for a full view of the Mandelbrot set wliich 
extends from a lower left comer at the point (X=-2,25.Y=-1.5) to a 
upper right corner at the point (X^-^0.75,Y=+1 .5). Each Mandelbrot 
set was calculated for a 320 x 200 screen. The maximum number 
of iterations for tlie Mandelbrot set was l6 for each point with a 
maximum for the sum of X2 and Y2 of 4.0 (tlie Z2MAX parameter 
in the calc_dbleO fLinction) (Predmore /'Listing Two", V4.6. p. 73). 

For the Amiga 2000, the first row of the cable gives the Manx 
Aztec C68K/Am 3.6 compiler (CC) floating point option, which is 
+FF for Motorola Fast Floating point (32 bits) or +FI for IEEE 754 
double precision (64 bits) (Predmore, V4.3, pp. 69^-72). The next 
row gives die math library^ which is linked into tlie final executable 
file. Then, in Table One, the version which uses the MC6888 1 
assembler and die '881 internal registers are indicated by a Yes. 

Following this information are three ro'^'s of timings for 
different options of the run-time math libranes, such as 
MATHIEEEDOUBBAS.LIBRARY and MATHTIUNS.LIBRARY. The 
three different sets of run-time libraries are: 



1) 
2) 



3) 



The Amiga VT3 libraries. 
The VI. 3 libraries supplied by MicroBotics to 
utilize die MC68881 math chip on their xMulti- 
Function Module (Predmore, V4.3, pp. 69-70). 
The StarMadi VI. 31 resource from MicroBotics. 



The V1.3 library 1068881 .LIBRARY is required by the assem- 
bler routine for die base address of the MC68881 registers. 

The StarMath resource was developed by Dale Luck, one of 
MicroBotics' original Amiga designers. It is installed in the Expan- 
sion drawer and activated each time die system is rebooted. The 
MicroBotics documentation for StarMath describes it: '^StarMadi is 
a Resource designed to permit the use of the MicroBotics Star- 
Board2 MultiFuncUon Module 68881 Matli Chip widi AmigaDOS 
1.3 IEEE libraries to provide hardware, double-precision floating- 
point math." 

Note that StarMath permits multitasking access to die 
MC6S881 madi chip on your MicroBotics Multiainction Module. 

I do not know exacdy how diis is accomplished, but it seems 
to be analogous to a wedge or patch, so that the standard 1.3 math 
Hbrary calls are actuaDy executed by the '881, This is a major step: 
now programs such as Sculpt-Animate 4D, which work with the 
matli libraries, will use the '881 math chip and have an approximate 
increase in speed of 40 percent. 

In Table One, in addidon to die timings in seconds, the speed 
relative to die double precision time for die AmigaDOS VI. 3 
libraries is given in brackets (e.g., [10]). 
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In the lower part of Table One, the Amiga 2500 timings again 
have the C compiler matli option. The double precision option uses 
the +FS selection and tlie MB. LIB matli libmr\'. In that case, the 
floating point calculations call the iMC688Sl, which is direcdy 
linked to the 68020 CPU in die Amiga 2500. The next row indicates 
whedier the version of the program uses register variables. In the 
third column, four double precision variables (zr, zi, i2, and z2) 
were declared as register variables in the calc_dbleO function. I 
selected the variables that were used the largest number of times 
in the inner loop of tlie caic„dbleO function (Predmore, V4.6, p. 
94). 

For the Amiga 2000 timings, the Motorola Fast Floating Point 
(FFP) option is 80 percent faster than the double precision option 
which used the VI. 3 libraries. The speed of the FFP option is 
independent of die mntime libraries since the FFP routines are 
linked into the execution module and do not use tlie run-time 
libraries. The double precision option has a 70 percent increase in 
speed when die VI .3 xMicroBotics libraries are used and a 41 percent 
improvement with die SrarMath resource. 

The version which used the MC688S1 Assembler code (Fred- 
more, "Listing Three", V4.6, pp. 95, 9^-98) has sped up improve- 
ment factors, depending on which library is being used. 

The Amiga 2500 timings reflect both the increase in the 
system clock from 7 to 14 MHz and die fact that diere is a 32-bit data 
bus on the Amiga 2500. rather than a l6'bit data bus, as on the 
Amiga 2000, For die FFP option, there is an increase in speed (by 
a factor of 1 .8) betv^-een the .Amiga 2000 and die .Amiga 2500. As was 
discussed in the Part I of this series, the Motorola FFP calculations 
on die Amiga 2000 and 2500 cannot use the 68881, since the FFP 
data format is not an IEEE 754 standard. 

There is a dramatic improvement because of the 68881 ma± 
coprocessor for the double-precision option on the Amiga 2500 
over that of die Amiga 2000. As mentioned, if the most frequendy 
used double-precision variables are declared as register variables, 
there is an additional speed-up factor of 3, for a net factor of 2700 
percent. 

Note diat the MC68S81 Assembler version on the Amiga 2000 
has a speed comparable to that of the Amiga 2500, without register 
variables. 

Anodier hardware accelerator which I ha\ e not tested yet is 
die Processor Accelerator, originally produced by CMI (Rich J. 
Grace,V4.6, pp. 63-64), and now distributed by DigiFex. This board 
plugs into the motherboard and has a 68000 running at 14.3 MHz 
witli a socket for a 68881 at 1 2.5 or l6 MHz. It also accesses the '881 
as a peripheral like MicroBotics' MultiFuncdon Module, so it could 
be used widi die '881 macro programs just by changing die base 
address for the '881 (MC688S1_BASE). Since the DigiFeX '881 can 
have a 1 2. 5 or 16 MHz clock speed as compared to die 7 MHz speed 
of the MicroBorics *S81 , the DigiFeX unit should run the "881 macro 
programs even faster than the MicroBotics unit. There are no 
special math libraries supplied widi the Processor Accelerator, so 
it does not have the muldtasking floating-point support like 
MicroBotics' StarMath resource. 

TURBO J^IXEl ROUT/NE 

See Listing Four in Part II of this series for die plot_results() 
function. It colors a rov.^ of results from die xMandelbrot or Julia set 
calculations into die W^indow. 

This funcUon has t^'o basic steps in mapping a row of results 
from die Mandelbrot set calculations into various colors in an Amiga 
window. First, an element of tlie results!] vector is mapped into a 
color by evading tlirough all the colors except the first two colors. 
They are used for ±e border, with ±e first color (zero), w^hich is I 



usually black, used to designate those areas of the Mandelbrot or 
Julia sets which do not diverge during die maximum number of 
iterations. 

Then, die Amiga's graphics functions SetAPenO and Write- 
PixelQ are used to color a particular pixel in die SuperBitMap 
window. But these functions are quite slow, with pixel exiting 
speeds of less than 2000 pLxels per second on an Amiga 2000, 

The \X'ritePbcelO routine is slow, since it has to take into 
account the ^'arious layers of the display and the Window^ refresh 
modes such as SMART_REFRESH. It is especially slow in die case 
of overlapping windows, since tiie obscured portions of die 
Windows are stored in various areas in CHIP memor>^ and 
WritePbcelO may have to go and find them. 

For a SuperBiLMap Window there are two BiLMaps associated 
with the Window, the SuperBitMap itself and the BiLMap which is 
used to display the ciirrendy visible part of the Window. Tliis is also 
why so much CHIP memoryvis required for a SuperBitMap Window, 
In addition to the BitPlanes for the SuperBitMap, diere is a set of 
BitPlanes which are used for the actual display and are the 
maximum size of the Window. For example, a 640 x 200 pLxel 
SuperBitMap and a 640 x 200 pixel Window with sbcteen colors 
would have four BitPlanes for the SuperBiLMap and four BitPlanes 
for the Window or a total of eight bitplanes and use 128,000 bytes 
of CHIP memory. 

If the pixel being addressed by the WritePixeiO function will 
appear on the display, the new color is stored in the BitMap of the 
Window's RastPort (pwind->Rl^ort- > BiLMap), where the pointer to 
the Window is pwind. If the pixel is in an obscured portion of the 
Window, the color is stored in the SuperBitMap (pwind->WLayer- 
>SuperBiLMap). Thus, the WritePbcelO routine has to check 
through ail the Layers in the display to see that die correct pixel is 
colored (see Predmore, V4.1, pp 10 1-108 and Robert A. Peck, 
Programmer's Guide to the Amiga for further discussion on 
BitPlanes and SuperBitMaps . 

In tiie modified version of plot_resultsO, which is given in 
Listing One, the operation of mapping those results onto a choice 
of colors has been left in plot_results() and die actual displaying of 
these colors is handled by tlie turbo_pLxelO function. 

The colorsf] vector is passed to die mrbo_plxeiO function 
along with a pointer to the SuperBiLMap window (pwind), the 
minimum and maximum values in the colors!] vector to be plotted 
(nx_min and nx_max) and the row of the SuperBiLMap which is 
being plotted (ny). Actually, the first pixel in the row is nx_min and 
the last pixel is (nx_max-l) to be compatible with the original 
plot_resuks() function. 

If nx_min is not a multiple of eight, die miscellaneous pixels 
from nx__min dirough the end of that byte (nx_min - nx_min%8 + 
7) are colored using the .^jniga graphics functions SeLAPenO and 
WritePbcelO. Likewise, if nx_max is not a multiple of eight, the extra 
pixels at the end of die row are written in the same manner. If 
nx„min is zero or a multiple of eight and iix_max is multiple of eight 
these parts of the turbo_pi?cel() function axe skipped. 

Once the WritePbcelO function has been used for ±e 
miscellaneous pixels, the new information in die Window's BiLMap 
is copied to the SuperBiLMap by freezing the display with 
LockLayersRomOand then calling SyncSBitMapO, The 
SyncSBiLMapO function updates the SuperBitMap by copying die 
visible portion of the display to the SuperBitMap (see Eugene P 
Morimore's Amiga Programmer's Handbook for a discussion of 
these functions). 

The display is kept frozen, while the individual bytes of the 
SuperBitMap BitPlanes are accessed, OdierT\ise, portions of the 
SuperBitMap get scrambled up during window resizing and scroll- 
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ing since both tiarbo_pLxelO and che Layers Librar>^ functions could 
be writing to the SuperBitMap at the same time. 

In tlie airbo_pLxelO function, the variables b\tesperrow and 
depth are copied out of the SuperBiLMap structures. Pointers to row 
number ny of each BitPlane are calculated and stored in the planeslj 
vector The variables pcolor, btemp, mask, j and i are declared as 
register variables since they occur in ihe innermost loops of die 
function and will be accessed the most frequendy. 

Table Two illustrates the storage of colors in the four 
BitPianes of a l6 color BiuMap. The table shows the pattern of bits 
within the first rcv^o bytes of a particular row of die BitPianes, For 
die purposes of this discussion, I have assumed that the colors are 
stored in a sequence from to F, where the color numbers are given 
in hexadecimal. The mask which is used in the turbo_pixelO 
routine in given in binar^^ and the b\T:es are broken down into tiieir 
individual bits. 

Table Two: Color Storage in BitPianes 
Color Number in Hexldecimal 
012345 6 7 89ABCDEF 
BitPlane Mosk Byte Byte 1 






00 01 


10 10 10 1 


10 10 10 1 


1 


0010 


110 11 


1 10 1 1 


2 


01 00 


1111 


1111 


3 


1000 


00 00000 


11111111 



The left most pixel in each byte is stored in iJie highest order 
bit (0x80 in hexadecimal) and tlie right most pLxel is in die low order 
bit (0x01). For a given color, its lowest order bit is stored in BitPlane 
zero, the next higher bit in BitPlane one, and so fordi. 

Thus, die job of lurbo_pixel() is to take the individual bits of 
each color and put them into tlie BitPianes. First, wiUiin die i loop, 
die pointer pcolor is set to the beginning of a block of eight colors 
which will be put into one b>^e in each BitPlane. 

Next, tlie j loop goes through all the BitPianes. For BitPlane 
zero, the mask is set to x 01, The mask for the other BitPianes is 
given in Table Two. A temporary^ storage variable, btenip, is set to 
zero, then the eight colors are ANDed widi die mask. If the AND 
operation is TRUE, the appropriate bit is set in btemp by an OR 
operadon. The result value for btemp is then stored in the BitPlane. 

This continues for each of the BitPianes, using die same set 
of eight colors. Then, the next set of eight colors is processed by 
incrementing i, until the entire row has been put into the Super- 
BitMap. 

Finally, die updated SuperBiuMap is copied into the Window 
RastPort with CopySBitiMapO and die Layers are thawed with 
UnlocklayerRomO. 

Table Three compares the speed of the turbo_pixelO and 
WritePixelO functions. The first t^^o timings were done on a test 
program which wrote predeteniiined colors into a SuperBitiMap 
Window. For diis simple case turbo_pLxel() is 730 percent faster 
than WritePixelO. For a display of 640 x 200 pixels, or a total of 



Description 
(Pixels/sec) 



Table Three: Pixel Writing Timings 
Speed 



Test program using turbo_pix©IO 1 ^ .600 

Test program using WritePixelO 1 -600 

Mondeibrot program using turbo_pixelO 3.600 

Mondlebrot program using WrrteFixelO 1 . 1 00 



Ratio 
7.3 

3.3 



128,000 pbcels, turbo_pb:ei() would fill it in 11 seconds as com- 
pared to 80 seconds for the standard WritePixelO routine. 

When turbo_pixel() is used with the Mandelbrot program, 
diere is only an improvement factor of 330 percent, since the 
overhead of mapping of the results!] vector into the colors[l vector 
has to be done in bo± cases. For a 640 x 200 pbtel display, the time 
for turbo_pLxel() is 36 seconds as compared to ll6 seconds for 
WritePLxeK). 

A drawback is that turbo_pbcel() can only be used on 
SuperBitMap Windows. A SuperBiuMap is isolated from die com- 
plexities of obscured Windows and allows die relatively simple 
lurbo_pLxel() function to be used. 

DJBBUGOING THE '881 

As part of the work on these articles, I have developed two 
assembly language functions, store„88lO and print_881(). They 
are useful in debugging progmms which utilize the MC6888 1 madi 
co-processor. The function store_881(n, x) moves the double pre- 
cision numberx into the internal floating point register n of the *881 . 
The function print_881() prints out all eight internal floating point 
registers of the '881. 

The ANSI C prototypes for diese functions are: 

void store_881(int n^ double x) and 
void print_8810 

They can be called by C programs, or executed while using the 
Manx Aztec C source level debugger SDB. Tliey only have to be 
included in the final linkage of object modules. An example 
makefile v/hich does this is given in Listing Six. 

As is my usual sr>de, I developed die framework for dae 
functions in C. The C langauge versions for diese ftmctions are 
given in Listings Two and Four for store_881.c and print_881.c 
respectively. The original Assembler versions were deri\^ed from 
these listings with the Manx Aztec C68K/Am 3-6 compiler by using 
che following command lines: 

cc +fi -a -n -t store„881.c 

and 

cc +fi -a -n -t print_881.c 

For store„881.c, I used a switch statement and eight cases 
from zero to seven for the permissible values of n. The default for 
the switch statement is to return with no action. 

In the Assembly language version, in store_881.asm, which 
is shown in Listing Three here, the number x is pulled off die stack 
and stored in die 68000 registers DO and Dl widi die following 
instrucdons: 

move.l 10(a5)40 
move.l 14(a5),dl 

Then, the '881 macro 

PROCDODltoFPN fmove,fpn 

which was discussed in Part I of this series, is used to store x in the 
appropriate '881 register. 

Odier changes which were made to die original version of 
store_88 1 . asm were : 

include MC68881.i 
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where, the MC68881.i file was given is Listing Four of Part I 
(Predmore, V4.3, pp.74-75), and tlie macros: 

STARTUP_881 

and 

SHIJTDOWN„881 

are added to the program segment, and 

public _MC68881_BASE 

is added to the data segment, DSEG, at tlie end of die assembly 
listing. 

The print„881.c listing (Listing Four here) defmes eight 
dummy variables fpO through fp7 to simulate the eight internal 
registers of tlie '881. The ilinction prints out a header using the 
putsO function and then prints out the eight dummy variables in 
pairs. 

The print_88lO function, which shown given in 
print_881.asm (Listing Fiver here), moves die 'SSI registers to the 
DO/Dl registers of the 68000 processor with the macro 

PROCFPNtoDODl fmove.fpn 

and tlien pushes the number onto die stack. Since two of the 
floating point registers are printed on each line, a second floating 
point number is moved from the '881 and also pushed onto die 
stack before calling printfO- Note that the second number is pushed 
onto the stack first. For example, fpl is moved onto the stack via 
DO/Dl before fpO. Also tlie low order portion (32-bit long word), 
which is in Dl, is pushed onto the stack before DO. 

The Manx Aztec C compiler output for the format strings such 
as 

"fpO=%23. 1 5e fpl «%23. 1 5e\ n" 

is a series of decimal numbers at label ,1, etc. The define constant 
directive witli a byte size option is DCB, The constants which are 
being defined can either he a list of numerical values, a character 
string enclosed in quotes, or a combination of diese tu^o possibili- 
ties. For clarity J I have rewritten diese as strings plus the decimal 
number ten for the newline command (\n). 

Note that, since fpO is used by the madi libraries, which are 
called by printfO, this register is not useable as a register variable 
in any of the MC6888 1 assembler routines. This is noticeable when 
print_881() is called several times in a row from SDB. 

This concludes my series on die MC688S1 . 1 am glad to have 
had die opportunity to share some of what I have learned about this 
fascinating device, 
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Listing One- 



* Copyright (C) 1989 by Read Predmore 

* 13 October 1989 3 20:06 



# include ''''mandel.h" 
void turbo_pixel {) ; 



/ * ====»=»-»«^^= ^x.^= ^= < p LOT_RSSULTS >««.r-===»==™-«=« * / 

void 

plot^results (pwind, results, inax_iter, nx_min, n>:_max, ny) 

struct Window *pwind; 

unsigned short * results, max_iter, n>:_niin, n>:_max, ny; 

i 

register unsigned short i, nxr 

unsigned short ncolors; 

static unsigned short colors [SBM_tfIDTH J ; 

/* Subtract 2 since colors and 1 are not used except 
the color is zero when: 
results [] = max iter 



«/ 



ncolors = (1 << pwind->R?ort->SitMap->Depth) 

for (nx=nx_min; nK<nx_max; nx++) 
{ i = results I nx]; 
if (i==nax_iter) 

colors [nx] - OL; 
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else 



colors [nx] = i % ncoiors -r 2L; 
} 
turbo_pixel (pwind, colors, nx_nTiri, nx^nax, ny); 



} 

/A================^===< TURBO_PIXEL >==^====== ==^========*/ 

void 

turbo_pixel (pwind, colors, nx_min, nx_max, ny) 

struct Window *pwind; 

unsigned short colors [], nx_min/ nx_max, ny; 

{ 

register USHORT *pcolor; 

register UBYTE mask, btemp; 

register USHORT j, i; 

USHORT imin, imax; 

UWORD byte sper row, depth; 

PLANEPTR planes [8]; 

bytesperrow = pwind->WLayer->SuperBitHap->BytesPerRow; 
depth = pwind->WLayer->Super3itMap->Depth; 

for(j'0; j<depth; ]++) 

planes [j] » pwind->KLayer->Super3itKap->Planes [ j) + 
bytesperrow * ny; 

/'f Write miscellaneous pixels at beginning £ end of row, */ 
if{ (j = nx_inin%8) i« 0) 

for (i=nx_rnin; i<nx_Tnin- j*8; i++) 

( SetAPen(pwind->E?ort, (long) colorsti]); 

WritePixel (pwind->R?Qrt, (long) i, (long) ny) ; 

\ 
if( (j = nx_inax%8) I- 0) 

f O r ( i=nx_ma x - j ; i<nx_max ; i ■+*+ ) 

( SetAPen{pwind->R?ort| (long) colors [il); 

WritePixel (pvind->R?ort, (long) i, (Icng) ny) ; 

} 
Lo ckLay e rRom ( pwi nd- > WLaye r ) i 
SyncSBitMap (pwind->WLayer) ; 

imin = {nx_iiiin+7>/8; 
imax = (nx_jRax ) / B ; 
for(i*=imin? Kimax; i-^+) 
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pcolor s ficolorsiS'l] ; 
for(j=0; j<deprh; j++) 
{ maslc = l«j; 
btemp =« 0; 
if(pcoior[03 & mask) 

btemp I" 0x80; 
if(pcolor[l] £ mask) 

btemp I- 0x4 0; 
if (pcolor [2] & mask) 

btemp 1= 0x20; 
if (pcolor [3] & mask) 

btemp i= 0x10; 
if (pcolor [4] & mask) 

btemp |« 0x08; 
±f(pcolor[5] & mask) 

btemp |> 0x04; 
if {pcolor [6] & mask) 

btemp |» 0x02; 
if (pcolor [7] & mask) 

btemp 1= 0x01; 

* (planes [jl+i) - btemp; 



CopySBicMap(pwind->KLayer) ; 
UnlockLayerRom(pwind->WLayer) ; 



^*4*t**IH 



FINI 






/*== 






Listing Two 

STORE 8S1.C 






STORE 881 



-=-/ 



* Copyright (C) 1989 by Read Predmore 

* 10 September 1989 (5 10 s 43 
V 

void 

store_881(n, x) 
int n; 
double x; 
{ 

register double fpO, fpl, fp2, fp3, fp4, fp5, fp6, fp7; 
switch (n) 



{ 



case 0: 

fpO = x; 

break; 
case 1; 

fpl = x; 

break; 
case 2: 

fp2 - x; 

break; 
case 3: 

fp3 = x; 

break; 
case 4; 

fp4 « x; 

break; 
case 5: 

fp5 = x; 

break; 
case 6: 

fp6 « x; 

break? 
case 7: 

fp7 = x; 

break; 
default J 

break; 






Listing Three ■ 

=^====< STORE eSl.ASM >- 



.c«^< STORE 881 



* Copyright (G) 1589 by Read Predmore 

* lo' September 1989 8 10:46 
*/ ■ 

void 

3tore_881tn, x) 

int n; 
t 8 ^store_881.c' 362178695 
-1 .3 



public _store_881 
score_881; 

link a5,#.2 
movem.l . At- isp) 
double x; 
{ 

register double fpO, fpl, fp2, fp3, fp4, fp5, fp6, fp7,- 
switch [n] 
fp7 -4S "d'' 
fp6 -40 "d'' 
fp5 -32 "d" 
fp4 -24 ^d" 
fp3 -16 "d" 
fp2 -8 "d" 
fpl d6 "d" 
fpO d4 ^M" 

- n 8 ^^i'' 

- X 10 "d" 



include 
SETUP 881 



MC688Sl.i 



Setup for MC68881 math 



move.w 8(a5),dO 
ext.l dO 
bra .5 
t 

case 0: 

fpO = x; 
move.l 10(a5),d0 
move*l 14(a5),dl 
PROCDODltoFPN fmove, fpO 

break; 
bra , 6 
case 1; 

fpl - x; 

move.l 10(a5},dO 
move.l 14{a5),dl 
PROCDODltoFPN fmove, fpl 

break; 
bra .6 
case 2: 

fp2 = x; 
move.l 10(a5),dC 
move.l 14(a5),dl 
PROCDODltoFPN fmove, fp2 

breaks- 
bra .6 
case 3: 



^.10 



.11 



'^.12 



'^.13 



fp3 = x; 

move.l 10(a5),d0 
move.l 14 (a5) , dl 
PROCDODltoFPN fmove, fp3 

break; 
bra .6 

case 4: 

fp4 = x; 
move.l 10(a5),dO 
move.l 14(a5},dl 

PROCDODltoFPN fmove, fp4 

break; 
bra .6 
case 5: 

fp5 = x; 

move.l 10(a5^dO 
move.l 14 (a5) ,dl 
PROCDODltoFPN fmove, fp5 

break; 
bra .6 
case 6i 

fp6 = x; 
move.l 10(a5),dO 
move.l 14(a5),dl 
PROCDODltoFPN fmove , f p 6 

break; 
bra , 6 
case 7: 
i 

fp7 = x; 
move.l 10{a5),d0 
move.l 14(a5),dl 



CANVAS 

For the Amiga 
This is a three disk collection of 13 animation 
demos and 5 pictures that you can load into your 
favorite animation editor, such as Deluxe Paint 
ML This collection of animations was developed 
in the style of traditional animation. One meg. 
of memory is suggested as these animations run 
at iSfps and range from 60 to 120 frames long. 
Price: $30 00 (*S2 00 shiopina) 



LUNAR 
Construction Disks 

Create your own fantastic scenes of lunar 
landscapes, tumbling asteriods, and sparkling 
stars on the Amiga with these high quality, full 
color images. This 2 disk set contains over 
100 Dictures, brushes, and anim brushes — your 
only limitarinnwlil be your imagination, 
Price: S25 00 (*$2.00 shipprnq) 






To order CANVAS or LUNAR Construction disk, 

please send a check or money order to: 

Silver Fox Software 

P,0, Box 551413 

Dallas, Tx. 75355-1413 

Call (214) 349-1681 for Information and Dealer Inquiries. 
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PROCOODltiorPN fmove, fp7 


,* 


break; 


^ bra 


.6 


default; 


".15 




; 


break; 


bra 


.6 






dew 


.7-. 17-2 


dew 


.S-.17-2 


dew 


-9- -17-2 


dew 


.10-. 17-2 


dew 


.11-. 17-2 


dew 


.12-. 17-2 


dew 


.13-. 17-2 


dew 


.14-. 17-2 


.5 




GiriD. 1 


#8,dO 


bcc 


.15 


asl.l 


#l,dO 


move . w 


.le^pedO.w) ,do 


.17 




jmp 


Cpc,d0.w} 


.6 




",18 




SHOTDOMN_881 


movem.l 


(sp)+, .4 


unlk 


a5 


rts 




.2 equ 


-4 


.4 reg 


dO/dl 


.3 




# A2 
1 




1 

- _store_881 


* -{v'' 


public 


.begin 


dseg 




public 


_MC68881_BASE 


end 
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Developers! 

ThehypeRexxToolKit 

... is now available! 

* Reduce Your Programming Time Up To 90% 

* Compact Final Program Size 

* Automatically Have: 

-ARexx Support 

-Dynamically Configurable Gadgets 
-All Standard Requesters 
-ANIM Support, Including Hard Drive 
Assembly and Playback 
-Appealing 3D Look 



SAVE MONTHS OF WORK, with only a 
minimal investment 



Brought to you by: 

THUT Inc* / Mindware Internalioiial 



For a Free Demo and Information Kit, call or 
write: 



Mindware International 

1 10 DunlopW Box 22158 

Barrie, Ont. Canada L4M 5R3 

(705) 737 5998 



circle 120 on Reader Service card. 



List Of Advertisers 

Need more information? 
Needt)eip? 

Need to know? 

Contact ttie AC advertisers! 

Please use the Reader Service Card to contact 
those advertisers who hove sparl<ed your inter- 
est. Advertisers wont to hear from you. This is the 
best u/ay they hove of determining the Amiga 
community's interests and needs. Take a mo- 
ment and contact the companies v^ith products 
you wantto l<nowmore about. And. if you v^ish to 
contact an advertiser directly, piease teii them 
you sav^/ their advertisement in 

Amazing Computing 
For Tt)e Commodore Amiga 



Advertiser 


Page 


Reader Service 
Iviumber 


ACDA Corporation 


20 


104 


AMCS 


62 


106 


AmiEXPO 


cm 


119 


Brandtford 






Educational Services 


28 


108 


Delta Graphics 


62 


118 


Desktop Advantage, The 


43 


110 


DigiSoft 


73 


137 


Eschalon Development 


CIV 


125 


G & G Technologies 


68-69 


122 


Grapevine Group, The 


69 


147 


Grass Roots 






Video Production 


93 


112 


Great Valley Products 


7 


123 


Hunter Group, The 


81 


111 


Impulse, Inc. 


5 


126 


InterComputing, Inc. 


12 


114 


Krueger Company, The 


85 


116 


Memory Location, The 


84 


107 


Memory Location, The 


62 


186 


Michaetangelo Productions 


37 


128 


MicroWay 


9 


115 


Mindv\/are International 


80 


120 


MJ Systems 


53 


149 


One Byte 


78 


135 


Puzzle Factory, The 


3 


168 


Safe Harbor Software 


72 


134 


SaxMan Systems 


77 


103 


Silver Fox Software 


79 


105 


Software Factory, The 


8 


117 


VidTech 


39 


124 



80 
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COMMODOBE 

AMIGA 




Valley Forge, r 



SERS FMR 



^^^^ ^ore and An»ga 

. to the Commodore 
Come to t» for f ^^'^ries 

Computer ^^^^^ * A'^fee SeTntoar„„ 
H'"-*^''^s of Bargain! ;Jro^ 64/if »■ '^"^Se^ 

1*°"**^ t«"ot Affligas f iComm commodore Mn^ „ 
^„, naers and taW » -„teoV>« *S" ... „t Commodore, " 



es 
jomi'^- - Software - ""i-ee Setnioa^ 
B'"-*^''^s of Bargain? ;Jro^ e4/ms, *ere-o^^^ 

1*°"**^ t«"ot AmWas f iComm Commodore Mn^^ „i 



Forbore 
informaljon 




Other coming events produced by The Hunter Group Include World of Amiga in Chicago. October 5 to 7, 
and World of Commodore Amiga in Toronto, November 30 to December 2, 1990. g^^ 



k:^-i 
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— ^ Listing Four— 

=====< PRINT 881. c >= 



Copyright (C) 1989 by Read Predmore 
15 October 1989 Q 17:09 



void 

print_881() 

{ 



-««< PRINT 881 



-*/ 



register doiihle fpO, fpl, fp2^ fp3, fp4, fp5, f 
puts( ** MC68881 Floating Point Register 



printf rfp0=l25.15e 
printf {**fp2=%25.15e 
printf (*'fp4=%25 . 15e 
printf r'fp6==%25.15e 



fpl=%25.15e\n", fpO 

fp3»%25.15e\n'', fp2, 

fp5=%25.15e\n'% fp4, 

fp7-%2S.15e\n", fp6, 

PRINT 8 81, ASM >===== 



p 6 , f p7 ; 
fpl) ! 

fp3); 

fp5); 
fp7); 



V 



Copyright {C) 1989 by Read Pred-nore 
15 October 1989 @ 17:28 

..««»«»»«»«»»==< PRINT 881 



; vox a 

;print_S81() 

;{ 

# 3 ^print_881.c' 359723103 

"^1 .3 

public _print_881 
_print_881: 

link a5,#.2 

movem.l *4,-(sp) 
double fpO,fpl,fp2, fp3,fp4,fp5, fp6,fp7; 
puts{ " MC6e881 rioating Point Registers") ; 

- fp7 -64 *M" 

- fp6 -56 '^d" 
" fp5 -4 8 M" 

- fp4 -40 M" 

- fp3 -32 ^d" 

- fp2 -24 *^d" 

- fpl -16 "d" 
" fpO -8 "d" 



include 
SETUP 881 



MC68881.i 



pea ,1 

jsr jjuts 

add.w #4,sp 

printf ("fp0=%23.15e 



Setup for MC68B81 math 



fpl=%23.15e\n", fpO.fpl); 



PROCFPNtoDODl fmove 


fpl 


move.l dl,-tsp) 




move.l dO,^(sp) 




PROCFPNtoDODl fmove 


fpO 


move.l dl,-(3p) 




move.! dO,-<sp) 




pea . 6 




jsr _printf 




lea 20{sp)rSp 





printf ("fp2=%23.I5e fp3=%23. 15e\n", fp2,fp3); 

PROCFPN t oD GDI fmove , f p3 
move.l dl,-^splf 
move.l dO^-{sp) 

PROCFPNtoDODl fmove, fp2 
move.l dl,-(sp) 
move.l dO,-(sp) 
pea .7 
jsr _printf 
lea 20(sp),sp 
printf (**fp4=%23.15e fp5=%23.15e\n'', fp4,fp5); 

PROCFPNtoDODl fmove, fp5 
move.l dl,-(sp) 
move.l dO,-(sp) 

PROCFPNtoDODl fmove, fp4 

move.l dl,-{sp) 

move.l dO,-{sp) 

pea .8 

jsr _printf 

lea 20(sp),sp 

printf (^fp6=%23 . 15e fp7=%23 , 15e\n'', fp6, fp7) ; 



82 Amazing Computing V5£ ©1990 



PROCFPNtoDODl fmove, fp7 
move.l dl,-(sp) 
move.l dO,-<sp) 
PROCFPNtoDODl fmove, fp6 
move.l dl,-(sp) 
move.l dO,-(sp) 
pea . 9 
jsr _printf 
lea 20{sp),sp 



SHUTDOWN_881 

movem.l {3p)+,.4 
unlk aS 



.2 

.4 
.3 

.1 

.6 
,7 
,8 
.9 



rts 
equ 

reg 



dc.b 
dc.b 
dc.b 
dc.b 



-64 
dO-dl,aO-al 

MC68881 Floating Point Registers", 
"fp0-%23.15e fpl-%23.15e'',10,0 
^fp2=%23.15e fp3=%23.15e",10,0 
^^fp4«%23.15e fp5=%23.15e",10,0 
'^fp6=%23.15e fp7=%23.15e",10,0 



dc.b 
ds 

# 16 
I 

- ^rintf * ^{1" 

- _puts * '^{i'' 

- 3rint_881 * "{v" 

public jprintf 

public _puts 

public .begin 

dseg 

public _MC68881_BASE 

end 

# 

# Makefile to build Mandel_881 

# using Aztec C V3.6a for the AMIGA, 
# 

# by Read Predmore, 
# 

# 27 March 1989 g 16:13 
# 

<4#«»#######»#»##############t########«»f««««»##f###»##«|### 
CFLJGS= +lmand_h +FI -L60 -N 

OBJS_881 » mand_881.o mandsubs.o plot_results.o \ 

calc_dble.o calc_S81.o print_881.Q store_881.o 
INCL » man del. h raand_glcbals.h 

Mandel_881: S(OBJS_881) mand_h 

In -g -0 Mandel_881 S(OSJS_881) -Imt -Ic 

mand_8 8 1 . o : mand_8 8 1 . c mand_h 
cc $(CFLAGS) mand_8Sl.c 

mandsubs.o: mandsubs.c mand_h 

cc $(CFLAGS) mandsubs.c 

calc_dble.o: calc_dble.c 

cc $(CFLAGS) calc_dble.c 

?lot_results.o: plot_results.G mand_h 
cc S(CFLAGS) plot_results.c 

mand_h: mandel.h 

cc +Hmand_h -a -n -s mandel.h 



calc_881,oj 
as 



calc_881.asm 
calc 881. asm 



MC68881.i 



print_881.o: print_881,asin MC68881.i 

as print_881.asm 

storeys 81. o: store_881 .asm HC6B881.i 

as store 8 81, asm 



wind->WLayer) ; 



=< FIN! >= 



•AC- 



xue 





by Rich Falconburg 



F YOU OWN MORE THAN ONE AMIGA, YOU 

know the difficulty of sharing common informa- 
tion and programs between your machines. 
That's where tliis month's column comes in. If 
you are willing to do a little footwork, then read 
on. 

In the modern office environment there is 
usually a cluster of computers, witli each having 
the need to access common infomiaiion. 

Enter '^networking". 

This term describes a means of connecting 
two or more computers with a common com- 
munications link. The earliest network for most 
personal computers was the functional but very 
inefficient "Sneakernet". When someone across 
tlie room or on another floor needed a certain 
file, the only option was to copy the file to a 
floppy and bring it to the other machine. Ver^' 
annoying. 

That's all changed now, of course, thanks 
to the various networking protocols imple- 
mented in the personal computer environment. 
One method used as an alternative to floppies 
before nem^orks became commonplace was 
simple serial port communication links. This is 
still in ver)^ effective operation, in the form of 
dial-up information services. Some users tried 
early on to effect die same link between ma- 
chines without the modems and found that, 
altliough it worked, the time required to load up 



a terminal program on both machines and 
transfer the file was often far slower than the 
disk exchange route. 

NETWORKS 

The obvious solution would be to have 
some way to send or retrieve the information 
without interrupting work in progress, and to 
transfer it at the highest rate possible. Even if this 
can be achieved, tliere is still tiie diffiailt task of 
insuring that the changes appear everywhere 
each time a user alters a commonly used file 
accessed by all. If an altered file is not sent back 
to the originator, discrepancies will arise, creat- 
ing even bigger headaches. This is still true of 
the "Sneakernet" approach, as well as many 
standard network operations, and can absorb a 
significant amount of administrative overhead 
for the netu'ork manager. 

So, what's tlie answer? Sun Microsystems 
has an innovative tool for use in their network- 
ing applications that helps address tliis issue. 
They call it the Network File System, or NFS™. 
Its purpose: to allow various "nodes" on the net- 
work (a node is a computer or terminal capable 
of accessing the network) to mount a given vol- 
ume of a remote system and use it as diough it 
is a volume on the user's owm local system. A 
volume can be a director)^, or an entire disk 
drive. Access to such a volume occurs just as if 
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Come see whats Hot 

for the AMIGA at 

The Me mory Loc ation 






The 

Memory 



396 Wiishltigiori Stxrct 
Welleslcj', MA 021R1 

(617)237-6846 

AMIGA Experts! Nothing but the best. 

Satisfaction guaranteed. 

Come in and trj-out all the latest software, 

hardware, and accessories. 

Your full service AMIGA dealer. 

Store hours! Mon.-Thiir. 10-6 Friday 10-8 Satimloy 9-5, 

Full Commodore authorized repair service onsite. 

Low flat rate plus parts. 



Clrcfft 107 on n^ador Sorvico card. 

it is your own disk dri^^e, allowing you to perform all standard op- 
erations as they normally would occur. 

The system containing all the files, ostensibly called a 'Tile 
server", is generally one with several large capacity disk drives and 
more computing horsepower. Odier systems tliat connect to it and 
use it for file storage and retrieval are called "clients" (or nodes). 

The advantage here is twofold. One, the file does not take 
up physical space on tlie client macliines. Two, because tlie volume 
may be mounted by any authorized system on the network running 
tiie NFS software, only one copy of the file is necessary. Later im- 
provements to tlie NFS softM^^are have provided various security and 
file-locking techniques to limit access and eliminate conflicts. 

This neru^orking solution will be available for the Amiga 
soon, and not a moment too soon. If you have limited resources and 
would like to experience this ver\^ powerful application, tlien tlie 
software may be as close as your nearest User Group or Bulletin 
Board System (or Fred Fish disk). However, if you are running a 
production shop, require high-speed operations, have several 
hundred dollars per machine to invest, and don't have time to 
wrestle v^'itli establishing initial connections, tlie solution FlI be dis- 
cussing here may not apply to you. I recommend a full implemen- 
tation of TCP/IP and NFS with an XNS hardware connection. 

We Ve going to follow^ the old serial port route but with some 
major differences. First of all, we can handle ihe interaiption 
problem ver^^ easily, because we own a more advanced computer. 
While it's true that using the serial port limits us to a single physical 
connection, tliis too can be overcome through the use of a multi- 



port card to create more serial ports. As for the wire bervv^een die 
machines, a simple unshielded three-wire connection will suffice. 
I've used a 50-foot connection at 19,200 baud for some time with 
no problems. 

POWER FOR THE PUBLIC 

Some time ago Mattliew Dillon wrote some pow^erful com- 
munication-linking software he dubbed DNet [available on Fred 
Fish disk ^294]. It was designed to allow flexible communication 
padis between two computers, typically an Amiga and a UNIX 
system or an Amiga-to-.'Vmiga link. Some of the softv^^are's 
capabilities include: 

• Allowing ru'O Amigas to communicate via mukiple channels. 

• Complete ser\^er and client support at each end, which allows 
for the sending and receiving of files, terminal communication, 

BBS-st}ie support, and more (all at tlie same time if you wish). 

• Complete modem support, including a special start-up configu- 
ration file. 

• Support for different devices (additional serial or parallel pons, 
etc.). 

• Command-line switches to set operating modes. 

With version 2.10 Matt added Xon/Xoff and 7-bit support. If 
you have been trying to get an older version of DNet to work and 
have been having difficult)' getting the computers to recognize each 
other, it's probably because of the lack of a full-fledged modem 
connection. Earlier versions supported only die 7WIRE mode on 
die serial port, meaning that you were not able to communicate 
unless DTR/DSR and RTS/CTS ^^ere also properiy connected. 

For local operation (no modems), this requires a null modem 
cable (see Figure One). Wliat's the advantage of using hardware 
handshaking? Depending on your configuration, speed. Teclini- 
caliy, the Amiga hardware can handle baud rates up to 292,000. In 
practice, you may discover that 56K baud is die maximum reliable 
speed you may use. The key here is experimentation, I've seen 
notes stating that 9600 baud 
was die best speed that could 
be reliably achieved. Widi the 
7\XTRE connection, the hard- 
ware will be responsible for 
tlie handshaking and should 
make it possible to use baud 
rates over 19. 2K. Interlaced 
displays and heavy system 
usage will limit the maximum 
usable baud rate. Again, ex- 
periment. For diose who 
choose to try the 7WIRE 
method, I have found die fol- 
lowing stait-up parameters to 
work well: 



DNET -X -?2 -mO -ZO -b57600 (choose yo\ir own baud rate) 

Tiie new^ release solves this problem by pro\-iding a com- 
mand-line suitch that selects one mode or the other. Now, if you're 
not using a modem, a simple three-wire connection will work. My 
19.2 K baud connection is established witli the following command: 

DNET -X -PI ~Z0 -mO -bl9200 



PIN 



^<: 



ZK 



ZK 



FIGURE 1 



PIN 
-2 
-3 
-4 
-5 
-6 
-20 
-7 



Pin conneciions for 
a Null Modem Cable 
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This sets manual control, Xon/Xoff mode, no parity, 8-bits, 
and 19,2CX) baud. This command line is entered at both machines. 
DNet then opens a small v^^indow and creates a pull-down menu 
that provides selections to Send Break, Stan DNet, and Quit. An 
Fterm window (simple terminal) is started by default. It is not really 
needed for an Aniiga-to- Amiga connection. It is possible to prevent 
this from being started when DNet is mn, but I've not had any 
success in establishing a comiection without it. 

However, closing the window after the connection Is estab- 
lished seems to have no ill effects. With the latest version I've found 
it necessaiy to wake up the connection by pressing a few keys or 
sending a Break sequence at one of the machines ^cyb re selecting 
Start from the menu, something it didn't do in previous versions. 

The current method limits DNet's usefulness as a transport 
protocol- One should be able start the netw'ork from scripts. 
Transparent operation is the key. Included with the DNet package 
are a number of serv^er programs and the client programs that use 
them. DNet uses a list of server programs that it can run to 
manipulate the resources tliat a client needs. 

For example, when a user requests that a file be transferred, 
the remote system starts tlie appropriate ser^^er program to accom- 
plish the task. Because each Amiga may be a ser^^er, files may be 
easily requested or sent from either end. DNet includes the ability 
to specify multiple network ID numbers, which allows you to 
establish up to 64 separate virtual connections. So you can send 
a file, receive a file, and communicate via a terminal window — all 
at the same time. There is also extensive support for user privileges 
that can be sec individually and recognized by the BBS server. 
Dillon still has some work left to do on this, including the addition 
of EMAIL support, hut the BBS is usable in its current state. 

Here's a list of all of the switches that may be set via the 
command line: 

DialOutMode; With this set (the default) DNET looks for a 
message from your modem and sets tlie baud rate according to the 
values in the configuration file. 

X: This mode allows manual control and, if Carrier is being sensed, 

modifies tlie baud rate appropriately. 

a: This is tlie Auto answer mode; it resets the modem to the original 
speed when die carrier is lost. 

8: Forces 8 bits, no parity for the initial windovv\ 

b: Defines baud rate (defaults to Preferences setting). 

B: Defines the baud rate to use for timeouts (defaults to the current 
baud rate). This is useful for those multiple netv^-'ork links that slow 
the initial connection lime to a crawl. 

s"client"; This should be the name of the client program that will 
start as soon as a connection is made. 

hi: Sets Carrier detect on. 

U#: Defines the unit number of the low-level serial link to use, 

D'^device": Defines the device name of the serial link to use. 

N#: Defines the netw^ork ID. 

p: Packet debug mode. 



The Krneger 
^^ Company 

Processors 
12 MHZ 68020 $25.00 
16 MHZ 68020 $40.00 
25 MHZ 68020 $65.00 

20 MHZ 68030 $70.00 

Co-Processors 
12 MHZ 68881 $25.00 
16 MHZ 68881 $45.00 
20 MHZ 68881 $55.00 
25 MHZ 68881 $80.00 

Unconditional 30 Day 
Guarantee 

(800)245-2235 (602)820-5330 



Circle 116 on Reader Service card. 



d; Debug mode on. 

mO; Sets S-bit packet mode. Default is 7 bits. 

Ph; Defines die hardware link used where n » =^ none, 1 « Xon/ 
Xoff, 2 = 7WIRE (default is set b>^ Preferences). 

Zn: Defines Parity where n = or 8 ^ no parity-, 1^7 bits/odd, 2 
- 7 bits/even, 3 = 7 bits/mark, 4 = 7 bits/space (default set by 
Preferences). 

This software works great as tlie link protocol it is designed 
to be and, because of some strong support softu^are developed by 
The SoftVk^are Distillery^ it is now a powerful netrvorking tool. John 
Toebes and Doug \X^alker have written a net^'ork handier that 
provides the same funaionality of NFS. 

Once installed a new device ^ called NET:, is available. This 
device uses a handler that currently depends on DNet as the 
communication link. To use the net^^ork handler one must first 
mount tlie NET: device. A logical called ROOT: must be assigned 
on the remote machine so that the handler knows which file system 
to use. I have been using a 512K AlOOO as the client and a 3 meg 
A2000 as tlie server. I use the following script to establish the 
connection: 



# Amiga 1000 SKSh Network startup file 

« zt 1990 

echo -n **\n\n\cConnecting to the Amiga 2000,\n\n\tPlea3e wait" 

netclock 
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MOVING? 



/L 



SUBSCRIPTION PROBLEMS? 



Piease don't forget to let us know. 
If you ore having a problem with your 
subscription or if you are planning to 
move, please write to: 



Amazing Computing Subscription Ouestions 
PiM Publications, Inc. 
P.O. Box 869 
I Fall River, MA 02722 



Please remember, we cannot mail your magazine 
to you if we do not know where you are. 



Please aifow four to six weeks for processing. 



Mouht; NET: 

path -add f^ETiFOO NET:FOO/C WET :FO0 /UTILITIES NET :F00/ SYSTEM 

assign HOST: NET:?00 

assign c: HOST:C 

echo "XnThe remote disk is niounted and available as KOST:\n" 

netmount IvET; GRAPHICS VIDEO: 

assign FunPAINT: NET: GRAPHICS /PAINT 

assign BRUSH: FunPAINT: BRUSH 

assign PICS: FunPAINT: PICS 

assign GA^IES: NET: GRAPHICS /GAI-IES 

assign USERl: NET:GRAPHICS/USER1_DIR 

assign USSR2: NET:GHAPHICS/USER2_DIR 

echo ''\n\n\tConnection established and logicals assigned. \n'' 

The netdock program is another jewel from The Software 
Distillery and precludes setting the clock manually. It sets the 
s^^stem clock on the Amiga 1000 from the system clock on the 
A2000. Very Nice! 

Why Fog? Beats me. It's a favorite name ]M*ogrammers use 
simply for lack of anything else. To reduce confusion, it probably 
should have been called Root — or better still, the actual name of tlie 
volume. At any rate, if you check the contents of NET;, this is tlie 
name you will see. It is the same device that the ROOT: logical 
points to. iMine is assigned to SYS: and allows me to dispense with 
the Workbench disk in die AlOOO. I only reassign tlie command di- 
rector)* to prevent disasters. 

Once tlie volume is mounted in tliis way, the local (client) 
node sees that volume as its own. You can copy to or from it, 
rename files, edit files, delete files, execute and nm files, as though 
all are on your local machine. This is where the fun begins! When 
you nan a program that is on the sers^er, the network handler copies 



tlie program to tlie client first, tlien nms it on the client. This works 
great as long as you have enough memor>^ to run the program in 
question. Transferring files this way is also a breeze. Since the 
mounted volume is seen as a local device, a simple copy from the 
source director}^ to tlie destination director^^ is all tliat is required. 
The file transfer operation is completely U'ansparent to tlie user, 
exactly the capability that NFS provides. 

The latest DNet distribution package also comes with an nfs- 
handler, but there is no documentation on it, and when I tried 
simply mounting an NFS device (after creating an entry in the 
nioundist that uses the handler), all I got was an error message 
stating tliat the packet type was unknown. 

The NetiVIount command is part of tlie network handler 
soft^^are and allow^s you to mount other devices or partitions in 
addition to the default provided by the ROOT: assignment. You 
may mount as many volumes as you wish. With DNet's support of 
multiple serial devices and the availability of multi-port boards, tliis 
software quickly becomes a low-cost alternative for networking. 
The advertised prices for the nertv-ork cards available from Commo- 
dore are veiy attractive, but you still need to install one in each 
machine you intend to connect to the ner^^ork. Add to this the cost 
of the suppon soft^^are required, and tlie DNet/ NET; combination 
looks vev)^ attractive. DNET can be difficult to get going at first but 
if you are willing to work w^idi it, you may find it to be just what 
you have been looking for. 



GLOSSARY OF TERMS 

Client: A computer tliat uses resources pro\ided by 

anotlier machine on a network. 

File Ixjcklng: A mechanism to prevent more than one user 
writing to the same file. 

Protocol: A set of conventions tliat governs how machines 

on a network communicate with each other. 

Remote: Systems and devices that are not attached to 

your machine. 

Server: A machine tliat provides resources to other 

computers on a network. 



LETTERS 

Rick iMockler of Melrose, MA asks if there is a sequence to 
place files on the W^orkbench disk so tliat the start-up time is 
reduced. This can be done, but there may be an even better way. 
DOSKWIK (Fred Fish disk ^129) by Gaiy Kemper is a utiiit)^ diat will 
save and load an image of directories as a single file. Used to copy 
the needed files to RAM: for start-ups, you can easily halve the time 
it takes your Amiga to boot. 

He also asked about other uses for Pipes. How^ about this 
one: 

LIST ! SEARCH <0b3ect> 

or 
is I grep <Gbject> 

where <object> is a date or other value to limit the listing, 
rll see if I can come up with some more. 



•AC* 
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AMIGA 

DEVCON 



9. 







by Ernest P. Viveiros,Jr. 

ATLANTA. THE CRADLE OF THIS COUNTRY'S CIVIL RIGHTS MOVEMENT. A PLACE 
where the hopes and dreams of many commingle ^Ith the sweat and tears of many more, 
A fascinating cit>^ where the Old South, and an exciting New Age of development, meet. 
In the midst of this excitement — -sparked anew by Nelson Mandela's stirring speech 
at Georgia Tech, and the arrival of the NBA Atlanta Hawks' first-round draft pick, Rumeal 
Robinson — a group of Amiga developers met recently to discuss important (and confiden- 
tial) technical and marketing topics. The 1990 Nortli American Amiga Developers 
Conference, held at tlie Omni Hotel at CNN Center (a place of wonder in itselO, created 
an envirormient which left developers feeling inspired, invigorated and confident about the 
future, and the Amiga. 



After signing in at the registration 
table and receiving conference notes 
(which, by the way, were supplied in an 
attractive binder over four inches thick), 
attendees gathered to hear the keynote 
address of Jeff Scherb, Vice President of 
Commodore Application & Technical Sup- 
port (CATS), 

iMn Scherb delivered a brief wel- 
come, then addressed an issue of great im- 
portance to anyone interested in the future 
of tlie Amiga — the CATS envangelical mis- 
sion. He stated that it is CATS' mission to 
"ensure the success of tlie j\miga computer 
by providing the application softv^^are ±at 
is required by Commodore's target mar- 
kets." 

The three keys to accomplishing that 
mission, according to Mr. Scherb, are: bring 
big-name sofhv^are to the .Amiga, fill holes 
in tlie market, and enliance and fb: current 
sofrrvare. 

Of course, attraction of big-name 
software to the market will give the Amiga 
the business applications that top corpora- 
tions require. However, in addressing the 
concerns and livelihoods of the smaller, 
independent softv^^are developers at the 
Conference, Mr. Scherb stressed that it is 
still important to have software that is 



unique to the Amiga, since it's these pack- 
ages that bring out die best in the machine. 

Jeff was follo\%^ed b}^ Commodore 
Business Machines President Harold Cop- 
perman, who spoke about future technol- 
ogy^ and marketing strategies planned for 
Amiga computers. After a shon break, it 
was time for the technical sessions. 

To kick off the technical sessions Jeff 
Porter, Director of Development-Commo- 
dore Technology, introduced tlie Amiga 
3000 to the developer community. He was 
followed by Andy Finkel, who introduced 
tlie new AmigaDOS release 2.0, and David 
Berezowski, who introduced the sharp- 
looking Workbench 2.0. Other AmigaDOS 
topics included New DOS calls and Low- 
Level DOS. 

With tlie new AmigaDOS 2.0 and 
Workbench 2.0 come lots of new philoso- 
phies and techniques, standards, and 
compatibility^ problems. To help develop- 
ers conform, sessions included topics such 
as Preferences 2.0, Commodities, Exec 2.0, 
Intuition, GadTools, boopsi, and more. It 
^^as nearly enough information to fr>^ your 
brain (!)... but well wonh it. The Amiga has 
got some vQvy smooth software coming. 

Another important set of sessions 
was devoted to the development of net- 



working software for the Amiga. Commo- 
dore recognizes that network ability (with 
other vendors) is a key to getting the Amiga 
sold in the corporate marketplace. To help 
the developers and give them some insight, 
sessions included TCP/IP, Novell Net- 
works, and Commodore Ethernet and 
Arcnet cards. 

Sessions for the hardware types (who 
were there in force) covered some existing 
products as well as the brand-new A3000 
hardware and Zorro III teclinolog}^ These 
sessions included A500/A1000/A2000 Pe- 
ripheral Design, A3000 System Architec- 
ture, The A3000 Expansion Bus, Designing 
a Zorro III Piug-in-Card, and the A3000 
Expansion Slot. Most of these sessions 
were conducted by members of the A3000 
design team. 

The hottest topic in Atlanta was tlie 
introduction of CDT\^ (Commodore Dy- 
namic Total ^^ision) to the developer 
conlmunir>^ Much of the information 
about CDTV is still sensitive, but devel- 
oper's sessions did include CDTV Software 
Design, The CDTV Development Environ- 
ment, and Publishing and Selling CD-ROM 
Software. I can tell you that most of the 
porting will be eas>' for developers. This is 
a hot appliance, and you should see it in tlie 
stores before Christmas (with lots of soft- 
ware to boot!). 

Many other miscellaneous topics 
were covered, with a few marketing ses- 
sions tossed in as welL There was some- 
tiling for ever^^one in the Amiga devel- 
oper's community-. Most people left ex- 
hausted, but with many fresh new ideas. 
Three days is definitely not enough time to 
consume all the information ,„ more like a 
week would be better. But then — Uiat 
would cut into coding time, tAr* 
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APL& 

THE 

AMIGA 



by Henrys T, Lippert, Ed.D, 



Multitasking is 
super easy. Full 
scj^een editing, 

program 
execution^ and 

terminal 

emulation in 

simultaneous 

independent 

sessions are easy. 



IT IS OFTEN SAID TH^\T PORTING 
programs from other computers to the 
Amiga results in poor quality' products 
when compared with programs designed 
with the Amiga in mind. 

Of course, this happens because the 
Amiga has much greater capabilities diat 
cannot be reached by programs designed 
for lesser machines. Just the opposite has 
happened with the port of AI^L to the 
Amiga. APL for the Amiga is the same 
APL.68000 that ains on all the MC68000 
based computers. It is improved over some 
other APL systems because the .Ajniga has 
features that make this version unique in 
delightful ways. 

Multitasking is super easy. Full 
screen editing, program execution, and 
terminal emulation in simultaneous 
independent sessions are easy. The file 
system is also very easy. The use of color 
and sound is easy. Windowing widi pull- 
down menus and requester windows are 
easy. 

The only thing we don't get with APL 
on the Amiga is multiple users, multiple 
uses with the multitasking yes, but not 
multiple users. All those people with 
ordinary computers (such as the PC and die 
286 types) have to be content with multiple 
users but without multitasking they 
cannot be signed on as multiple users since 
those boring machines only do one thing at 
a time. Should you be getting the 
impression that APL is easy to use and is a 
powerful language on the Amiga, let's 
hope so. 



It is ironiCj what some have declared 
to be a hopelessly complex language at first 
glance, turns out to be the easiest language 
of all for those of us who are not 
professional programmers. APL also 
provides easy control over the extended 
capabilities of the Amiga. It does so 
dirough die extra workspaces supplied 
witli your purchase of APL. There are nine 
workspaces that contain these functions 
that make it easy to control all the extended 
and unique features of die .Amiga. 

One of the advantages of knowing 
APL is tliat it runs on neariy every 
computer. The APL language itself is the 
same across all computers. Not every 
computer owner buys APL, however, so it 
won't quite make it as a universal language. 

As promised, lets do some statistics. 
First, let's make a simple edit to our 
program, tided "Average," As you probably 
remember, our program that we called 
Average is really the compulation of a 
specific average, the arithmetic mean. It is 
easy to change the name by opening the 
function for editing: 

V AVERAGE 

[2] [0] R<-MEAN XV 

We simply re-indexed the line to line 
zero and replaced the header by retyping it. 
We could also have performed the same 
edit by indexing line zero as we opened die 
function for editing, as follows: 

V AVERAGE [0] 
tO] R^ MEAN XV 
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In each case we simply replaced the 
header of the program by re-indexing to 
line zero and replacing the old line with the 
new line. Recall tliat when we explained 
die writing of a function we read the upside 
down delta as ''stop immediate execution, 
edit if it exists, or define a program, . . " Since 
the function already existed wixh die name 
used, it was opened for editing. 

This litde taste of function editing 
was easy enough. However, APL on the 
Amiga has a much easier to use full screen 
editor that allows use of the mouse and 
cursor to access any part of the function 
and make any changes desired. When it is 
given back to APL, it is in a WYSIWYG 
(What You See Is What You Get) fashion. 
APL editing has always been WYSIWYG, 
long before it was known as WYSIWYG! 

In statistics, die standard deviation 
(SD) is a companion measure to the 
arithmetic mean. It is used to describe the 
spread of a set of numbers. Let's generate 
a set of random numbers: 

NUtBERS4- 71000 plOO 

(You should have automatically read 
"numbers specified by random numbers 
drawn from 1,000 reshaped lOOs.'O 

In order to compute the SD, we need 
to compute what is called the variance, a 
measure that is the summed, squared 
deviation of each observation from the 
mean, divided by the number of 
obsenations. Let's take it one step at a time. 
First the APL statement and dien a 
comment line explaining each: 

MEAN NUMBERS 

n call our function and compute the mean 
of the 1000 numbers 

NUMBERS - y.EAN NUMBERS 

nsTjJstract the mean from each score, 
equals the deviation 

(NUMBERS - I^AN NUMBERS) * 2 

fl square the deviations from the mean 

+ / {NUMBERS - MEAN NUMBERS) * 2 

H sum the squared deviations 

(+ /(NUMBERS - MEAN NUMBERS)* 2) + 
pNtJMBERS 

R divide by N, equals the variance 



SD <- ( (+ / (NUMBERS 

^p NUI'SERS) *-5 



MEAN NtJMBERS) * 2) 



n extract the square root, equals the 
standard deviaticn. 

So, in order to write a general 
program called SD that takes an argument 
and retiirns the standard deviation, all that 
is necessary is to enter: 

V R <- SD X 

[1] R*- (( + /(X - MEAN X)*2)-f-pX) *,5 V 

Don't let this line of APL intimidate 
you. All we did was substitute the local 
variable X as a right argument in order to 
make a more generalized function. It is the 
same APL statement as above that used the 
iiill variable name NUMBERS. Now, to use 
SD with our 1,000 random numbers: 

SD NUMBERS 
28.74277424 

It takes about a second to draw tlie 
1 ,000 random numbers and to specify them 
into the NUMBERS storage place and about 
three seconds to compute the standard 
deviation of the 1000 numbers using the 
function, SD. 

Before we go any further, we need to 
talk a iittle about how one gets APL up and 
running and what the screen looks like 
when one "enters a statement into APL." 

First, it's time you were told what a 
workspace is. Each APL session takes place 
within a defmed area called a workspace, 
abbreviated \VS. APL is a iittle bit of a hog 
when it opens tlie first WS, taking as much 
space as possible, (If you open APL from 
the Command Line Interface (ClI) you can 
specif}^ tlie WS size, the manual says, I 
could never get it to work in version 6.04C.) 

A new version of APL is due out any 
time now, though. Hopefully, by the time 
you read this article a new version will have 
been released. It is easy to take away some 
of the memory APL grabbed by using the 
special drop-down menu and selecting the 
Change WS Size option. This clears the 
active WS so you can only use it before 
doing any work. 

In the current version, however, 
changing the WS size in this manner does 
not release the memory for other use very 



well and maybe not even for use by itself. 
It remains to be seen if this annoyance is 
fixed in the next version. These items are 
minor in nature and really do not cause any 
difficulties. 

APL runs on any Amiga 
configuration, provided it has 51 2K of 
memory. The APL interpreter and 
everything you need is on one floppy disk. 
In order to start APL out of the box, one 
needs to bring up the Workbench and then 
put the APL disk in any drive. When the 
disk icon appears, the usual double- click 
brings up a window that contains the APL 
interpreter icon and icons for the 
workspaces that contain functions which 
access the extras on the Amiga. At this time, 
one can ignore the other icons and double 
click on the one labeled APL.68000. The 
APL system opens a window that shows the 
APL System copyright date, the WS 
(workspace) size, the version, that it is a 
clear WS, and the cursor appears indented 
seven spaces (refer to the window in the 
upper right of ±e screen picture). At that 
time APL is ready to have you type in any 
of the statements that have been 
mentioned in these articles. It is really that 
simple. 

You might confirm the name (ID) of 
the current active WS by entering: 

»WSID 
CLEAR WS 

Its name was CLEAR WS and was 
empty. You can name the workspace any 
name you wish by giving an argument to 
the system command WSlDi 

)WSID HANKl 
WAS CLEAR WS 

)WSID 
HAKKl 

Another system command will tuck 
our WS away using tlie name we assigned. 

)SAVE 
21.22.31 11/1B/B9 HANKl 

It was saved on the APL disk because 
we did not set up any other place for it to 
go. OK for now, but there are more elegant 
ways to store workspaces on other floppies 
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or on your hard disk. All user-defined 
funaions and variables are stored in the 
WS. None of the APL funaions are in your 
stored WS, being common to all 
workspaces. Let's complete the cycle, 

)OFF 

is the system command that signs you off 
the APL system. This completes the session, 
releases memory and returns control to tlie 
Workbench. When you sign back on the 
system, by clicking on the Al^L icon, a clear 
WS will be provided. The system 
command: 

)LOAD HANKl 
SAVED 21.22.31 11/18/89 

completes the cycle and at this point you 
are on your own \\nLh whatever ^was in the 
WS when you saved it. Just ask: 



)FNS 
MEAN 



SD 



You can do everything talked about in 
these articles. No, you don't know all there 
is to know about how APL works, yet. You 
can, even at this stage of your APL 
knowledge, do a lot with v^'hat you know. 

The manual provided with your copy 
of the APL system comes in r^'o parts, the 
big one with: 

+/ 6 50 57 165 
279 

pages in it. It has four sections. 

The smaller book has 63 pages and 
gives all the modifications made to 
accommodate the extras available on the 
Amiga that most other folks do not have. 
The larger book is the same APL.68000 
reference supplied to all usgts who also 
have a computer that uses tlie Motorola 
68000. 

When a \''ariable is specified, some oi' 
the WS is ''used up" (reser\*ed) until the 
variable is respecified or is erased. All the 
space in die WS is dynamically allocated so 
that although die WS size is fixed, the 
amount of space actually in use varies 
depending upon what has been specified 
or written as user defined functions. APL 
may make temporary copies of variables 
and uses space from the WS for 



intermediate results in performing the 
operations requested. Suppose you enter 
the following: 



DATA <- lOOOOOO p 1000 
WS FULL 

DATA <- 1000000 p 1000 



You will find that the WS cannot hold 
one million lOOO's in the size of the WS diat 
is available. Back in the early days, lots of 
APL was mn in 32K workspaces. The WS 
PULL message was common, too. Now it is 
usual to work in workspaces containing 
millions of bytes. Most problems can be run 
in the size workspace assigned and APL 
will open another WS and allow 
multitasking widi other smaller size WS, 
too. 

There is a large number of systems 
commands that tell the APL system things 
that you want it to do. For example, by 
entering: 

) CLEAR 

CLEAR WS 

We just wiped out all of the work in tlie 
active WS. 

)SAV£ 

I JOT SAVED, THIS WS IS CLEAR WS 

greets you. Well, how does one fix that^ 
Very simple, just give a name to the WS 
and, well... 

) SAVE JEi;v,Y 
22.23-15 11/12/89 

and we now have saved the WS with the 
identifier ''Jenny ". In order to get is back 
another day we enter: 

) LOAD JENNY 

SAVED 22.23.15 11/12/89 

and it tells us when the WS was saved. The 
following allows sharing of user-defined 
functions, another system function. 

JCOPY BANKl yZA^ 

SAVED 21.22.31 11/13/89 

]TUS 
MEAN 



The above series of operations will 
allow us to write userndefined functions 
and to copy them from other workspaces as 
we wish. The last request, )FNS, asked for 
a listing of the functions in the current 
active WS. It shows that we reached over to 
our WS named "JENNY". No, there is no 
way to add to the primitive function set. 
Let's save our WS. 

)SAVE 
22.52.28. 11/12/89 JENNY 

Note that it now knows what its name is 
and whereas thesave operation would not 
work for a clear WS it knows that it is OK 
since it has a name. APL is very- helpful in 
remembering tilings such as this. All you 
have to remember is to save your work after 
making dianges or adding variables or user 
defined functions that are to be saved. 
By t>^ping and entering: 

)OFF 

you have killed ever^ohing in the active WS 
and are returned to the Workbench. Of 
course, your saved WS is safely tucked 
away on the disk and is available for use 
next time you )LOAD it; it will be just as it 
was when saved the last time. 



APL Interpreter for the AMIGA 

{includes f?eference Manuals, not copy-prctected.) 

Spencer Organization, Inc. 

24 Wampunn Road 

Park Ridge, NJ 07656 

(201)307-9099 

FAX: 201-307-9404 

Price 399.00 

Inquiry #234 



ABOUT THE A UTHOR: 

Dr. Henrys T, lippert is an 
educator. He has specialized in the 
application of computers in education 
and training and to the tasks of the 
instructor ajid the instructional 
designer. 
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The Fred Fish Collection 



Due to the increasing size of the Fred Fish 
Collection, only the latest disks are 
represented here. For a complete list of ail 
AC, Af^lCUS, and Fred Rsh Disks, 
cataloged and cross-referenced for your 
convenience, please consult the current 
AC'S Guide To The Commodore Amiga 
available at your local Amazing Dealer. 



Fred Rsh Disk 3^3 

AmigaTrekA contLiijatton of Mike's AmEga Trek slories, which 
are parodHSS. Ci( the Siar Trek series, whh an Amiga 
flavor. Earlie? stw«s af e en dijk 278. Auihor; Mike 
SfniUiMck 

ArtiiOmefla AmigapcJlottheOmegagame.Ome^ais 
sim jl ar to hack or rogue, btfi is muci\ more cwplen . 
Tbare is a dty. several tawns. a wildeoiess. los o! 
dur^eons, a mt^iiiude of monsters, lots ot speSs, 
magic items, etc. There are sevefaj quests to 
cofr.p^ete. Atl in a), it is an eiceiiem game, 
RKjuires 1Mb or more of memory. Aniga version 
1.0, binary only, kfhy: Laurence Brothers, Amga 
port by Rick Golenbiewski 

F:ctiFl5tiOl5K3Z1 

[>eiHe:(Bin An intuiiion based progfammefs tool to convefl 

integefS between deoma!, rveifadeomal. and brary. 
Very smal, Vef son 1 A, rndLides soyrcie in 
assembly code. AjUw: Michaef Djavidan 

bonJ loonJ sigrtlicanliyenhance&sJiek:onXprograjfl,arKl 
is 1 00% compatibe. It alSows scripts to be esteemed 
by dbuble-dickirig the script s icon. Abilities inciude 
joining tfie soipt wi'Ji Ihe k»n file itself, or calling it 
from any dinectory of disk. execuBng either 
AmJgaDOS or ARein scripts, outputing so any iileor 
devto, omning irrjeracttve scripts artd seripJS Ihat 
contain conditionals, arxl cfeaing relaij^-e console 
windows, indwtes a utility called Asau which 
attaches or detaches a scripi la'lrom an icon fie. 
Version 1 .0, inctudes souivS in J Forth. By: Rich 
Franien 

Hs An aerated Function System viewer which 

grapt^Ey displays itefsted funci^ systems and 
aikyws the user to interactively creale L'le a f fine 
functois that define such s/ssems. AnlFScan 
njpresent complfiK pictures very cotnpaciiy. Simp-e 
iFSs can describe an infjniie number of dliJerent and 
imeresting fractal tfispiays. Includes a rvumber of 
Ssplays that the auifiof and ctheis have discovered. 
Verskin 1 .5. includes source in C. Au-Jxjr: Gtei 
Fullmei" 

Planets Som e rooines poled to tj>e Amiga by Bob Lei /lan. 
Uiat compute the tacation ot the i^anets {as viewed 
from a speciFic porrt on the eanh) artd :ho phase ol 
Ihemoon, bf an a/biitrary date and lime. Includes 
sou«». Author Keith Brands Vlil, im Cobb. F, T. 
Mendenhall. Alan Paeih, Petri Launiajr,en. Bat 
Lfiitvian 

TurtJe A shaded library o! lurjle* functkjns for drawing in a 
RastPofl. indudfs source in assembly and C. 
Author ThomasAlbers 

UnbcDirs A pfDQfBm which intefcepts calls to dos.library to 
add the UNIX sly (a ".' and '..' syntax lor current and 
pared tf rectories, respedveiy, to file and path 
names. I.E.. you can reier lo files in the current 
directory as * ./loo' and files in the pareni dreciory as 
'.Jfoo', or any combination of the two. tndudes 
source in assembly. Author; Mun-ay Beniien and 
MarKCyster 

Whereis Another *[ind-!hat file' uSlity. Whereis searches on 
your (hard-]ask lor a file{name) and displays the 
pattitothatlSe. Some features are case 
independent search, wildcards, interactive mode (ai 
implemented], can display size and date of files. 
afways aboriabie, can archive filenames lor "ZOO" 
(tike £nam&'recw<Sr}, and no recursive procedures. 
Includes soyfCeirC. Version I.IS^Z-IS-SO). 
Author Roland 9l^ss 

Qvm This is version 1.0 olGWI.N. GWIN or Graphics 
WENdow is an integrated cdlecljon ol graphics 
rouSnes calaWe from C. These roulines make is, 
easy to create sophisticaled graphics programs in 
tfie C environment. One-lire calls give you a 
custom screen (!en i^s available), menu items, 
requestofS,, lerf, drcles, pofygons. etc, GWIf^ is a 
two-dimensicral loaSng point graphics sy stern wi:h 
conversion beiween worid and screen coofdinates. 
GWfN bclydes built-in dipping that may be turned 
off fof speed. Use ol color and XOR operations are 
greatly simplified, fvlany examples of the use of 
GWIN are included in an examples d. rectory. 
Exampies incfi;de lin&'bar grap^ program, 
geographic mappng p'og'am. SPICE 2G. 6 graphts 
post-processof.andoshefs. Exienslve 
documentation is lOduded. Author: Howard C. 
Anderson. 



priori Fifth ask an 

CdorTocisThf ee tools thai manipdate the cokjrs o^ your screen. 
Einar/ only. Author: Oietef Brjns 

CZEd A complete midipactegekw use with all Casio CZ 
synihesizefs. Comains a fun f edged sound ediJor, a 
so-jt simulator for CZ-l0i/l0O3.'2MS, a ba^ik toader 
and a memory dump lor CZ-1 . This is a fofmeriy 
c^mercjal package now released as shareware. 
Eina.7orJy. Author: Oliver Wagn^ 

LinkSoundTwo examples of functions that you can irk with ytwr 
own code jo produce a short musicaf 'beep" or a sotwil 
that is similar to striking a dnirfi. Includes source. 
Authcf; Dieter Biuns 

Show A very ^'ersatEe program lo display FF ILBM files. 
Features realBme unpadting scn^l, smart analysis of 
any IFF fJe. totsi ccntroi over display modes, simp'6 
Siideshow processing, panem matching, and a doien 
other optons. Onfy9K, Version 2,0, binary on V. 
Author; Sebassano Vjgna 

This Fred Fish Disk is offered as an abridged &.&, until Fred can 
cMtea replacement disk. One program has been 
removed f:an this dsk due lo copyright proHems. 

ANSlEd Demo version of an AN SI screen file ecior. It allows 
you 10 easSy aeate and modify a screen o! AHSl-stj^e 
Iffxt/graphics on. the Amiga. The starrfard ANSI oofor 
set (red, green, yelkiw, bJue, nagenta. cyan, while) and 
text styles (piain, botdlace, underlined, italic} are 
provided, along with some simple ediujg and drawing 
functions. This demo version has the save features 
dsabfed. This is version i .3.0, an update to version 
1.2.0aD on disk 221. Binary only. Auihor: Greg EpJey 

DiskFree An sm a.!l jconjftaMe iniuil^on pfogram thai shows she 
amount of free space available on alt mounted disk 
devices, both numerically and graprtcaHy, Version 1 jO, 
shareware, binary only. Author: Dielier Kunte 

DPFFT A;ienhanced versiof> olDPbtfromdiEkESCDPlOlis 
3 simple display prograim lor experimental data, with 
the goals of support ng paging ihrdugh lols of data and 
providing comiJonaKe scaling and presentaton, The 
en.hancements for DPFFT intode addition of a Fast 
Fourier Transform (FFT), dispiajf of a custom lied 
amplitude and phase spectrum, a prewftitening 
rapability. and a Welch wifidow fof spectral smooihing. 
This is version 2.1, binary only. AuSvor. A. A. Walma 

Mailohli A maS dtent f Of Dn^ wN ch will silorm yotJ ol any new 
mail and will give Ihe choice cf viewing, deletiiTg. or 
printing a message. Version 2,01 , indudes source. 
Aiithor: Stephana Laroche 

FretiF3s^p[sK3£5 

Batehman A program that a'ows trie user to execute CLt 
pograms and batch files simply by dicking on a 
gadgeL It can be used as !he center ol a turnkey 
system, where the leser simply didts on gadgets lo 
launch appjicaiions. Version 1.1 , irdudes soun^e in 
filodu!a-fi. By: Mchal Todorovte 

DClock A*[Jumb Clock" utilily thai displays the date aridlime in 
the Workbench screen tifle bar. Uses only about 2 
percent ol the CPU lime and about 10Kb ol memory. 
Also has an alami dock featire and audible beep for 
programs that call Display B«p. This is version 1.12, 
an update to version l.S on disk 296, wth many 
enhancements and a lew bug fixes. Indudes source. 
Author: O^f BarJ«l 

Dcflevision This program im plemenis easy creation of 
source code revision headers (very smilar to the log 
h^defs to be found at the top of the Amiga 'C' indude 
lies). Version t ,0. indudes source. Author: Olaf 
Barthet 

FAM A File Access f^anager lor the Amiga that aSows 

multiple ARexK programs lo a^ess a buffered vei^ion 
of a directly in a consi stern, end serialized man ner . It 
buifers all ihe names, dates, sizes and so on, for quick 
access, V^sbn i .i wiih source. By; Darren Mew 

FarPrint [)ebiugging Frictions for progra.ms which don't have 
any links to their envinonm^nt FarPrkn consists ol two 
major parts: a harbour process open to receive and 
dstJibute messages and requests, arvd a set of C 
lundions to be linked into any program wist^ng to 
communicaie with L*ie FarPrin mam process. This is 
ve? sJon 1 .5, an update to versson t. 3 on disk 231 , and 
adds a s^-ared library as well as linker libraries lor bolh 
Lattice and Ailec C. Indudes source. Author: Olaf 
Banhet 

KeyMacfo A keyboard macro program. onSgurable via a text iile, 
that also supports hoti^y program execution. Ycu can 
map up to eight lunaions to each key, including keys 
sxh as cursor keys, the return key, etc. Version 1 ,0. 
indudes source. Author; Olal Bartiel 

UteCydes Some sort ol biorhythm type program, No tJoc* 
triduded, Version 2.0, bi.iary ofily. By; Michal 
Todorovic 

MemGuard IMemGiard is a fvlemWatch-l^ke progam which 
has been rewritten in assembiy language for maj^imum 
speed and effidency. Unaka MemWatch WemGuard 
does not run as TasX in a dummy top but rather as a 
low-level iniernipi routine whi:h is capable cf trapping 
memory thrashing even belore exec might know of it 
and even while task switching is forbidden- in fad the 
low-memory area is checked each frame. Virtually no 
processing i-me is wasted, the intemjpt routxie does 
tne cf-ieck in about hall a raster scan fine's time. This 
program was contributed by Ra1f Thanrier. who t^tm 



three weeks programming & debugging is. In this 

program Rail uses some very deibaie tricks to tet 
Ns inlSJnjpt routine work with Intuition alens. 
Version 111, binary or;3y. ,^jihof: Ralf Thanner 

RexxHostUb This is a shared fibrary packagetosimpSfy 
the AResw host aea!ior^''rtiana9ement procedure. 
Rexi- message parsing is also included making il 
possible 10 contjd ARexx from programs such as 
Amiga BASIC (can you imagtf^ An-ilgaSASlC 
controll ng AmigaTeX?). Includes source. Author: 
Oal Bathel 

Ff^dRs>iPi5H3ffi 

CBDump ThisisaCLlutSityforthosewhoare woridng with 
the Amga's dipfaoard device, h's sde piffpose in 
li5e is Id ck^.p the current contents cf the cSpboard 
10 stdffljt w by redirection to a pipe or a file. Useful 
lor teslfig and Lnterfacing with programs that do not 
support the clipboard. Source induded. By: 
Stephen Vermeulen, 

Dispf^od One ol t^ series of ROSBS (Rexx Object B\Mni 
Block System} modules by Larry Phdtips. DispMod 
is a display modtie L*iai only undersands AReix 
messages. It allows, under program control, the 
iSsplay of text a,nd y» acceptance d keyboard 
data. Version 0.11, tndudes source. Autfior: Lariy 
Phfliips 

Hi This program converts an icon to an IFF picfljre 

(brush) Iile. It handles both sirigle and aiiemate 
image {anlmaied) icons. Thisisverskmt.lOwhich 
adds a colour pa^tte to Iha pre^/ious version from 
dsk85. Verskxi 1.10, binary only. Aushor; 
Stephen Verrtieuiian 

f^licroTemi A very small, very simple, almost brain -tfead 

terminal program. Primarily useiutas an example 
of how to lar« to the consofe and serial de\'ioes. 
Version 0.1 , includes source. Au5.*X3r: Stephen 
Vermeulen. 

NeuonalNeis Pn^grams for playing wi.th Neuronal Nets using 
KopfieW and Hammiig aigorishms. Binary. By: 
UweSchaeler 

PcpScreen A small hack to pop a hidden screen to the 
from from the CLI. This was written to altow the 
au"Jior to use VLTJr with other progrEms that also 
use ojstcm screens. SourK induded. Author: 
Stephe.1 Vermeufen. 

Snap A tool f or dippi ng text or graphics from the screen , 
using the dipboarddevToe. Snap finds out 
character coordinates a utomatcally. handles 
differerl fonts, keymaps. accented dwaciers, ar^ 
mc^. VI ,4. an update to FF274. includes souroe. 
By: fv'.iSiaet Kartsson 

VSnap Thi s is an enhan [»dversiondSnapt.3. submitted 
by Steve Vermeulen, whidi adds Ihe ability to save 
dipped graphics as IFF FORM ILBM's to the 
dipboa.Td, so they can be imported to o^her 
programs that imderstand IFF and the dipbaard. 
Dufcibed rt VSnap, since the offciaf 1.4 Snap is also 
induded on this di sic Indudes source. By: Mikael 
Karlsson. enhancemertis by Steve Vermeulen 

ARTM AfiTM (Amiga Real Time Monitor) dsptays and 
conirds system actinrty such as tasks, windows, 
libraries, devices, resources, pons, residents. 
intemjpts, vectors, memory, mounts, assigns, fonts 
andhanJware. indudes both a P Aland an fJTSC 
version This is version 1 .0, an update to version 
0.9 on disk 277. Binary orJy. Author: Dielmar 
JanEenandF,J,Mertens 

MM Animptemen^tionoflhegameMaSefmind. In this 
game you must ty to guess a coior combiriatJon 
wf^ch Ihe amiga sets via a random generator. 
There ars B cotors wl^ch can be set in any 
combination. Includes source, Auihor: E>etmar 
Jansen 

MRBackUp A hard di^ backup ulilty that does a file by 
He tepy lo standard AmigaEJOS floppy disks. 
Indudes an intuition interface and fife compression. 
This is version 3.4, an update to version Z3o on 
dtsJi273, Binary oniy. Auihor; MarkRinlret 

Msh AnAmigafilesystemha.idlerthathandiesMSDOS 
lormaned diskettes. You can use Ifes on sudi 
dsiis in almost exactly the sanne way as you use 
files on native AmigaDOS disks, Ttiis is a fully 
limakxial, readwrite version, that supports 8. 9, or 
10 sec&r disks ol 80 tradtSt and shodd also work 
on 40 tiack drives and hard disks with 1 2 cr 1 5 fet 
FAT clany dimension she FAT allows. Indudes 
source. Author: Olal Seiben 

Softfons Converts portrai t soil fon!s lor H P LaserJet 
compaiibte laser printers to landscape fonnat- 
Indi^^Jes source. Author: Thomas Lyndi 

Fred Rah Disk 3SB 

AnalytiCalc A iirli featured system lor numerical 

analysis and r^porUng. Includes a spreadsheet, 
graphfcs programs, ctKuments araJ fadHties for 
perioOTiing many commonly needed functions. 
Features include an 18000 by 18000 cell 
spreadsheet using virtual memory,, random access 
10 otter saved spreadsheet formulas or vaSues, 
easy save or merge c( panial sheets, up to 400 
windows on screen, atxiily lo drive any cell from 
external macros, buili in matrix algebra, randonn 
number ger^eration, date arit>efTie::c, and much 



more. This is verson V24h3i a, an update to FFi 76, 
Binary only. Author : Glenn Everhan 

Hames Some m iscd laneous programs from Chris Hames. 
DirWork VI .01 is a fast smalt, sifr^pie elfident 
Drrilti'rty. FSDirs VI .3 is a ftoppy acceferator 
pn:)gram. WK \IZ7 is a sma3 virus detector^xaier 
that knows about 27 different viruses and can detect 
new of>es. fJotnfo V1 .0 .stop« programs from 
produdng 'into' files. Branes only. Author; Chris 
Hames 

RoadRoula A iri p ptaniier that takes a list ol dties and a 
tisi ot known routes between dties, and generates 
the distance and time reqiired to reach yooT 
destination. An update to FF 251 . with an exparvded 
datebase ol cities and roads lor New Mexico, Texas, 
Okiahora,, Kansas, Nebraska, South Dal^ota. 
Louisiana, A/kansas, Missouri, CoJorado and 
Mississippi, add^ by Fred Mayes and Gary Detzisr. 
Indudes source. By; Jim ButterfiekJ, Fred Mayes, 
Gary Delier 

EB.tlil5{i.Pisls.?£9 

CPU Two programs, ore in C and one in asse-iibief , 

which d^eck for CPU type- This version can cfetect 
6800D. 66010. 68020, and 58861 processes. 
Indudes source. Author: Ethan Dicks, based on 
WhaiCPU by Dave Ha^e 

DiskSpeedA disk speed tesSrig program spedficaly desigrwj 
to give the most accurate results rf ihe true disit 
perfofm. ance ol the disk undier lesi Automatically 
updates and maintains an ASCII database cf disk 
results fcf tested cisks. This is versiori 3.1 , an 
update to Fr283, with seme sou.'ce code deanjps 
and stress tests for CPU and DMA Indudes source 
in C. Author; Michael Sinz 

Empje Aoompisie rewrite, from the ground up. sfs Draco, of 
Peter Ejuigslon'^ Empire game. Empire is a 
muttiptayer game of exploraion, economics, war. 
etc. which can lasi a couple of months. Can be 
pi ayed eslf^er on the local keyboard or remotely 
through a modem. This is versioa 1 ,33w. an update 
to FFl 1 8, and incWes many dianges and 
enhancements. Bnary . By: Chris Gray. David 
Wright, Peter Langston 

FEeSy stems Displays AmigaDOS di sk devices with 

infonnaiion about ihe head geometry, BuEMemType, 
and the lower level exec device, indudes source. 
Author Ethan Dicks 

OnePlane Removes the highest numl^ bitpSane Irom the 
VVorkBench screen. Normally used to lake 
VVorkt^endi screen from 2 tiitplanes lo 1 bitpiane. 
This alio WE CON: style devices to scrolt text faster, 
indudes source. Author; Ethan Dicks 

Fred l^sh Disk 330 

fjlostra A very versatae program to display IFF ILBM files . 
Features readme unpacfdng scroll, smart and)-sJS 
Of any IFF file, total control ov^ (fisplay modes, 
simple stkfeshow processing, pattern matching, and 
adoienotheropfons. OnJyt4K. This is version 

1.0. an upgrade to the Show program on disk 323, 
and adds SHAM, double buffering, fester 
decompression, color cydmg. TeXdocs. startup lies 
for easy customizing, and compfeie WorkBerich 
st^port through TooHTypes and Style icons. Binary 
on[y,By: Sebastiano Vigna 

Palette A tool which allows yog to change another 

pnsgram's Custom screen colors. This is version 

1.1. an updale to Ihe version on disk 55. New 
leatufes indude checks for WorkBench startups. 
Checks for HAM, Ha'f Brite. or more than five 
bftplanes, and more gracefd exits, tndudes source 
in assembly. Auihor: Randy Jouett, CJ Fmge, 
Carolyn Scheppner, ChartoHeaih 

VtlOO AvtlOOemulatorbrtheAmiga, which also supports 
various file transfer protocols Ske kermit. Jtmodera, 
ymodem. ^modern, etc. has an Arexx port can tee 
custom external protocol modules, ar>d more. TWs 
is version Z9a, an update to version 2.9 on (Ssis 
27S. iTKbdes E0un:e, Author: Dave Wecker, Tony 
Sumrail, Frank An-hes, and Chuck Fors berg 

XpfKermit An Amiga shared t brary wtich providfis Kermii file 
transfer capability to any XP R-ccm patible 
OTnmunications program. Supports verson 2.0 of 
the XPR Pfotocoi spedfioation. Version 1 .5, 
indudes source. Autfy>r: Marco Papa, Stephen 
Walton 

FfgdFlStI DISK 331 

CRobots Agamebasedonaom puter prcgrammir^_, UrJ Jte 
arcade type games which require human input 
controlling some object, all strategy in CRobots is 
condensed into a C language program that you 
design and write, to control a robot whose mission is 
to seek out. track, and destroy other robots, rurrSng 
different programs. Al robots ajie equafy e(^pped, 
and up to lojr may compete al on«. Version i2w, 
an update to FF311. Binary only, source avaiiabte 
from auttvor. By: Tom Poindexter, Amiga verson by 
David Wnght 

Csh Version 4.0 1 a of a csh nke shell dert ved fnjm Matt 
Dillon's shell, vers<?n £.07. This is an update to 
version 4.00a on dsk 309, Changes indude mostly 
bug fixes and oorrections. Indudes soutm. Author: 
Matt Dilon, Steve Drew, Cario Borreo, Cesare Dteni 
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IGEx 



UlAlcA 



LVFI 



A program !q convert IFF pM:tui!C9 » an execuulile, ti 
em hwdb NTSOPAl, irtertaw and cwrscan, Vsrson 
1 A timfodf. Aorhor PiolBr van Leuven 
An inUionizal and tssttr ver$icn of liarc ^ t^e Am^a. 
Re9i««AiV bay. Vaito 0J9a. tvnaiy oriy, Author: 
Haruyatu Yo^izaid. /iaiigav«(^on by Stefan Bds^ 
Lirfc VtuS nCtnoW. A pfOQnRI 0^ tKU^nt^ 
searches dJBCiofies bf fc* «\jses rifliecuiabe Bes- 
Tlw il v«*Ofi 1 HO. binary Ofiiy, By: PielBf van Leinen 

NTSC-PM. UtttestttK^a3k}«Antiga3WiirTtiene*ECS*l«lb 
Agnis I) eulr sw^ bemsen PAL and NTSC dtplay 
modes. Verson l.o/ndudes sotxoe vi usemt^. 
Auit«r Mop Francois 

PaichlaadSeg IKs program paiehesaiebadsegrcixjne to 
automaicalydaeciinltvnises w^iot a program is 
kHdad. Dbifays an ateil wtien a wus is deieded n a 
proyaffl b^ Soariee *x exeorj!^. Ver3«n lifl, 
mdwJei sou-ce. Autior: Pieter van Lw«in 

\ArutUtis T«o program ttadoiecvirjses cry 6ikafid in m«nay. 
Vmshuuef rWTKTvBS aS krowrt vrusel in mefnenc. 
VimiMJaf remmes al Itnowrv viijses in memory ajid 
after ranoiflng the viruses *ie diKs can be tfiecKed 
wmoul the virus copying ilseC to the dsKs. Versw 3j60, 
fckTjry orty. AySw: Peter van Leuven 

FmJR&hPisKMZ 

AnPtrs SoTie cute animatec! pointers. I have adopted ona of 
them as ny permvieni tie^^taceinent ioc ihe boraig red 
arrow. Binanroniy. tumor. Bob McKain 

DevPalcti AproQrwRliQtnstalsa|>MditsrOpenW(ndowiotfvc)t 
ihe N«wWndCN stnjcbfe. Uff«ftenwKhM aipecSc 
string, tfit MqM wa be lonad 10 45 piitft. This r^ips to 
roduoe dip neRiory tsaoe lor prografRS I)i0 open 
OMttjr lai'Qe MKtovs and tfcn sefdOR) use fiem. 
bidudes sourcoi Aitfor Jontt TyberghGxt, Hco 
FrwoiiP.MaiHoei 

Helper Altlelr«u£«««hadcacS«atedvtatha»€lPliar. 
Original^ meart 10 pronde a tfique meCwd of ghmg 
the user help (you doo1 have )o put ffai help stuff into 
yoiK wm program! toff also cor^Sanj a OJtor requtSttf 
and a snaa notepad. VerMTL 1 01 . mckides soum. 
AudtrUtffiaeieatzer 

K1_£(»Qr An e<Stor torflie Kwai Kl (m) synSws«er i*«i iw 

auifiary progranis tor manageig sound dtimps. T?)S is 
versjon 1 .00, shrwE-e, indudes soura, kOton 
Michael Bafzer 

A srraB. ^pie and ccmfortabta £1e encoder.'dBCOd^. 

Version 1 ,□. indudes sowce, AuSior fcfehael B^liw 

Anotfier InpulErtnt had^. giving you a logging righi 

mouse bimon, Veisioft i .0. indudes soufce. Aujior: 

Michael Bafzer 

FftilRahOfik3« 

Muft P!ot A padtage tor m aktftg 20 plots coni«nienfly . Tm 
Mooney wrde the orgtnaJ progr am. which was then 
enhanced by Alan Barter wiih a nicer user inieriace, 
support for the PIT: device, and support for f Je conver- 
sions , Rich Champeajx and Jm Mi Her wrcie the PLT; 
handler whidi emulates a ptotter by a&cepbrjg HP-^3L 
commands, creabng a ras^r image. B^en dumping it to 
any preferences supported graphics prinser. This is 
vef sion XLNt). an irpdata la FF292. and indudes many 
txjg files, style changes, and enKancemedS- tndudes 
source. AuOiof: Alan Baflef.Tin Mooney, flich 
Campeaux, Jsn Mi3er 



Krypier 



RerS^Jl 



FBM An Arnica pen ol the FunyPiitMapitiaoemanipuation 
Ibrajy. TNs ps^e iSoms manfiuaiionsnd 
conwsion of a variety of color and ftSW maae fafrrAis, 
Supported twjnats indude &* raaeriaw* GF. IFF. 
PCX, PBM bitmaps, lace* liifts, and FBM lie*. Also ha* 
input corTv«oers for rav) imagei Eke OigW0w Bei, and 
output corrierteri br Pos^SoiX vd tlUtIo gr^pfics. 
Besides dcing lorrr a: conveitfaa tem« d lt]$ Qlw 
dnaga manpuiatorr operations ttipportadindhjde 
rw&nQiiar ei£3Cton^ densiy andoonSrast dianges. 
(ottfon, ()uar42aton,hal!tQne crayscatTf. edge 
sfarpening. andhistogranTs. Version 0.9, btr^ry oriy. 
Airihor Ucfael ll«tfn: A.^9a port by Kern Ban-^ 

PPUIonr A "rnoie* replao^neni program tha: rsad^ riorrn^ asa 
leirt files as «■ as Sesouxhed wm PowerPadeer, 
The (bundled lies can r^tA in consider d^ space 
savtigs. Version i i. »vfatf. Mtv: tieo fiwm 

PPSww A -show- program lor narmer FF flJBU ttes or tail Oes 
ouxhed mifx PowerPadier. Thedecrurdtng is done 
auto- ma:ica."y as ve Eieisread. Verson ii). binary 
oniy. Au^ior: Nco Fraxois 

Whstb AneailsteutiityiAhchnotoriyiBoognzGsatmde 
vaneiy of Be ^fpes (eiecirta&les, FF, icons. 2O0 fles, 
etc), bu! prints interes^ng ^formation about the structure 
Of consems of the recogfiied file types. Ver&on i ia, 
puwy Orty , Au-JKX J . TytM/5hein 

fr^dRih&iskaas 

QorigOerfio Demo ver»onofaneatgain«due tor release in 
lite^h 1990. lis Uly Mtctional bul8»^tiTte is 
Bnjtad to five isinjtes per ptay.Ver^on 0^. b^^ 
only. Aiittor: Kevin Kebi.A}leni3ieReaifes 

DTC A i^pt^Hfng a simple calendar wMdti can hdd and 
shew appdimPMnis. hmay beijsaU li mai^ging yotf 
time. Is chief goals were to provide day. week and 
mcmti ati tfance tor update betweerf l/lXXX]t and 
1201^9999, (MaiiSng to the cutteni date, it ii menu 
dnfven and tarfy easy to use. Ivbdes sotne m FiortrarL 
Autfnr Ulch Wyta. Ati^ port by Gtam ^erhart 

SMf^ev ApPograsitodea sp BCBagrarodaiMBplBdiomdBe. 
Ths is a graph wiih tisi« tfi one aits, ireqiency on rie 
other and the sound itaer^ at eadi pcirtdeiBnnning 
the pad cciar. Wift sou« in C. inducing FFT (ooine. 
Ths is version t.l , Aohor Daniel T. Johnson 

R»dFKh[)tefc33S 

Car A tw-dmensiona} U screen scroSng radng ^ame with 

raaiSDC loi/diannei iterw souid and overscan, br 
eittwNTSCorPALAiT.isas The goal is to gude yajr 
car arourd one oi ten selected vacks. Each trad^ has its 
individijal high score \sl Version 2.0, bnary onfy. 
AdJlier Anders Bjenn 



R«Vi/indow AoocqieMlrpUbicdeniirtienqu^iei'wtiich 
may be used n any progfam, e«n commercial ones, t 
uses dynamciiy ^l«ca^ rMn^ry e haid the ile 
namss so Ihe onfy famaaon IS tie amart 0* mefflpory 
avaia^. includes a ^er opSon to bni dspfay of 
lienatwes toorty oneswitia s p fl ci lic eateTsoi, Mames 
are aUtttiaticalyiortBdwHetfwy are being read and 
{fepla)«d V1J0. heUes lotfce. Bf Arbors Beer^ 

Minieiasi Ashooremupgaoewtkhruni^ineinamJb- 
laMig envtfonmen Attafl youcanerroy a satsfyrg 
megaUas whie )iw are iMivig a borhg essay. Shoot 
anyting thai inove&, and 1 1 doe$nt now. shoot it 
anywy. Vt .00. binary orty. By: Anders &fiit\ 

Sys Agarnebi^or.theaddeivegansePONGObifwsti 
several added iesatm. You have beenassi-gned the 
detaining ta^ cfeiean*ig vifvses fwn you- SYSOP's 
harddsK. To kil a vms. you anpy X>ck a disk aiit. 
Them am lifty 6(ler&t levels, arid on eadi le«l. the 
^leed mi increase and ttie viruses wia be smaner md 
start to hirt you. VZ10, bmary ortfy. By: Anders eijerin 

Fr«JnsliMs>3JT 

CManial A oompiettC manual lor the Am^ which describe 
howto open ani mrt w?i soearts, w*id»fs, grafttcs, 
gadce^, requejters. aieris, msrm. OCMP. sprites, etc 
The T.a.iL:ai oocysts of more twi 200 pages in 11 
chapers. together *!lh more ir.an 70 My exeoAabte 
eiarTipies wrti »xf ce code. When unpadted. tie 
m anjal and ei:3n:pte$ n^^'ty il tp tiiree standard Amiga 
Jtoppies Thsts version 100 and tndudes source for ai 
eiarp/e*. Au*or; Adders Bjenn 

Fred FlihPtaft 338 

Cpp ThsisaeepydiTieOoascpp.ptXBdwneAmBa. 
This Cpp a [Eors pcwertii and complete than ei^ief d 
the bufl in cpp's in Ma^i or Latfice C. ThiS s an i^pdase 
to tie versioi; CT) dtsfc 2S. I h» lad some ANSI i^i^es 
KftM. hcbdes so^ca ey:UarthUnaw,aif S^st 

SASTods Vanoussubm^ionsftont'SicfcAnigaSor. Indudes 
5oni« virus todi Some screen r^^is. some smal 
ganes. and rrs^cec^ieous uttties. includes soifce in 
asserrbfy and Modula-ll, AjDor Jorg &« 

SH} A 'v&y com prerensive OL'sdory L.aiTf br tie Arr.^ rat 
suppcus at leait a cx-pie ct dojen if^ifi cor.nands 
Jof ooeratmg or. Ides. Versiw i i)5, bnary only. Auttix 
T«T,n Wiir 

PCQ A Ir^c^redstrfeUaile. sea ccmpiing. Pascal conpOer 
for the Amiga. The on^ m^ leaiura of Pascal 4tai is 
rot implemented s sets. This is version t.ic, an upda® 
to version 1.0 on (fsk 163. It is mxh enhanced and 
abOLi lour tirn^ laster. Includes fie compiler souoe and 
enarspie programs. Author Patncfc Quaid 

Fred Fish Disk no 

^onhC A compteie t,TeeJy redisinbutabfe C environment lor ihe 
Amiga, based on the Sozobon Ud C compiler. Charge 
Gtbb's assembler, the S<rftwa/e Cistilery's linker. &ni 
poosns (lOm D^her sources. Steva has pulled everything 
together and acded some eniTafKements in the process, 
Ver son 1 .0, partial Eonjrce oniy. By; Steve Hawtn, et al. 

Plplot A tibra.'y of C (unctions use W for sdeniiSc plot:! ng on (ha 
Amiga. The Itrary is Lattice G compatible. Contour 
piottng, ihree dimensional plotting, ants redefinition, log- 
"og plotting and miitpte suopages are a lev* of Piptof s 
featiLtes, The pots can be displayed on a monaior or sent 
to a graphics Hi tar subsequent pnrrtmg. Ths is version 
2.E. ar^d i^)date to version t .00 on FF222. This version 
ifidudes a grea:!y improved i.itution interface. 
presences support tor hairdcopy, several new device 
drivers. a.id tie capati% of ackSng addtoial device 
dfrws easily, indides sarce Author. Tony FSdardson 

SpeakerSim Deniov«rsiQnof5peai(arS<n2,0,aioudspsakerCAD 
pm^rvn. Siraulaies v«rned (Thele'SAial ) and dosed 
bos systems. Aito simuta'jes UL 2nd. and 3rd onder higfi 
and tow pass »tefi ana.7 onfy. By: Diss^jBds 

FfWiRtflPghW! 

P2C P2C:s3»dlO'tan£la:ingPascalpnE]grartsirtoC.I 
-uxJes the foijinng Pascal (faleas: * Pascal, Tirttf 
LX:SD Pascal. DEC VAX Pascaf. Oi«gon Software 
PascafrZ Madreosit Ptogramisei's Workshop Pascal. 
SiASerkeley Pascal Modli-2 syniai is abo supported. 
llost ranonibli fiscal pn^nm Ire convvtotf iriQ 
liiy Iftdsnit C iMch vl conpla and (W tiMt fto 
% x tm aod fca fam. V1.13 lidkjdsinne.Aul»r 
Dm Gfcspie, Ami^ port by G. FL {Fred) Wal» 



E Thisisaniconeditor which can creaiesidiT^dfy cons 

up to 6IO:ic200 piie^s in sire faiso dual render), lean set 
stadi size, jwsi^n d icon (also liee<lloating).det%i! 
tod. 1 tod typ^s and conird over opened window. R 
can also generate tie C source code beliind the icon tor 
prog-am ndjyxi VefSJOfi 1 ,0. binary onty. source 
availabie from author.iAutior: Pesar tOerr 
SKsh A k3h4kesholfef the Amiga. Some d its teatures 
indude command substtuton. shot tuncbons Mih 
pa^ame'^fs, alases. Jocat '.■a.Tattes. beat tuncicns, tocai 
: lirj :crvejf*Jcontrds'^ucwesa.'idtess,eraacs 
■■■.•. • ■)■: ' r^i and fishery hjidons. LO redirection. 
■ :■■• . ;■'':■%■ c' bu.t-ir commands. Unii styfe 
. ename corvention*, Hename 
'Atfct witi scripts Ifom otfier 
- :„.-Teflled. VWbn 14. w updaie P 
vt^sc^ ^ 3 en dsK 309. New iHim fndude a -bny' 
verson . a wdriong ease eondruct sufipM for re$)detit 



RMm Binafy oriy. Auttor: Sa»«« Koren 
Solfart Conpwispoilnl sett bms lor 1^ LaserJet car.patbte 
bsv prirmie landscape lonnai This is an update » 
FF33T. 9ndUte sauxe. Author Thotras Lynch 
FfrtntflOttKW 

SnakePit AsRtple.y0taittdivegameinwhchyajmustgeine 
snake bicUH off a( M screen. Tlwe are, however, seme 
tou^ ipott «d some Pbcacte tM may nsed to be 
oicnonte. Eiodert ennple of t gani« fiat Q as 
system iriend^ as posstifi(«Ui soots}. By: Michael 
Sm 



SottSpan Sot Spirr BBS program. lrtvitrv«.command4n« based 
inenu tystani wdn message bases, ^lrdown toadi, rJe 
credit sysien;. etmit^ f4p s^^tam, etc^ This is 
shareware version 1 .0, bituiy orly. ttfDoeC Kxne code 
avaiabe trom the autxr. Autfvr: Mant WoOAaM 

3t:)diSrol(er A pragra,'^ that helps you Mow ttiraoM tabled 
exchange from one (or rrwre) ihwefs). Baoi oeuse jw 
must tei the Am^ the recert taUe o< eichange tvtnr 
day. RKMm AnigaBASlC. Bnvy orty. k/»cf: Udud 
Hanelt 

FredRihOHkiM 

Keytoard Fi/idKins to iransfais FUWKEY Irttton messages nto 
usable kfryoodes. Transfaion into UodUa-Z ol C soiree 
(by FabtMn G. Dufoe. Iff) on disk Z9t. Version tJO. 
mdbdes taute, Auffior FabOian G, Outoe tfl. Peter 
Graham Evans 

FtiCMCompanian A two (^ set dmaierial created by Commodore 
lor use ■» fte I J revtson o( flie Amiga HOM Kemef 
FWerwa Munuit. Ljtnnet and Otvicas. putiithod by 
Addson-Weiley. Aimost 300 files, trv^.-^ C sourte 
code exan^tH and exectit^let, have been pacfi«d mto 
t*© Iwc irdwes, one for each <** oi tfw two dttk »(. 
Iti^fl samples are not puHc domain, bit may be i^ed 
and (ftsiriiUjtedtiidertfM' conditions specified in ffie 
oopy^g^tt. Aijttor:CoriifflodO(9 Business Madvtei, Inc. 



C-Mtibots AQaniebuad en computer programw^ UnRiSGMla 
type ^iHei wfiich rec]iire fuman NipLi coMoHnQ aocM 
object al strategy m cnobois is oondenNd into a C 
langiiage program Tiai you detipn and «4e. to control a 
robot whose .Tusscri tt to M* ouA, track, and dasvoy 
other robots, Mdi luraiinQ tShranI programs. Al robots 
are equtfy etpfppadL and tip to Jar may compete at 
once. This El vertisn 23w, in updan to FF331 . Binary 
only, soune voilbb Ion aurur. AtfftoT Tom 
Pdndedir. AffliQa mtion by David Wri(^ 

Du Prints ruober of doc biodis used in Mioaedfles or 

^rectories. Mcijied fitini oiginii ^eriiun ui (kik ft) to 
maiti output mon Mdafali. and hifide '^ ixt Indudsi 
soiree. By: JM iMuMer. Kfancemeras by Gary Oincan 

Gstknage An enhanced venton d y lom dik R I now bdis lor 
the GRAB marker, in ff« bnflh ie, Instead of assmuig 
that « EI ai a specA: plaee. teti tip me PlanePidi vakje in 
the hiage stiueue. and deleies any irutad bdpianes to 
savemerrory and dsk space, kicbdes lorce. Author: 
Mke Farren. enharcemer^ by Chudt Brand 

Merr^Frag DisptaysrxniberoimBrrtorychuikS'iizestoshcw 

memory IragnemalKin. Chunks are dspiayed at 2"N 
byies which n a rough guide bul tliil uset J. This is an 
enhanced vers»on o( 'Frags' from tHk 69 Includes 
source, By: Mke Meyer, enhancements by Gary Duncan 

Roses A program tmi tJrawi we fose s . implem ents an 

aigonthm given m ihe arxle 'A Rose Is a Rose " by 

Peter M, Maurer in American Mathwaoc^ Mon:hfy, Vd 
94, Mo. 7, 1 987, p 63t. A sine rose is a graph of the pdaf 
equation 'r - sin(n'd)* lor vanous values &f n and d, 
Author: Carmen Artino 

Unshar This program OJlfactj Wes irom Urn sto archivijs, It 
scores over similar programs by being smal and fast 
handling e^raction of subdiroctorios, rc>cogni$ing a wide 
variety ol 'sed' and 'car shar (omats. and handing large 
files spread across sever af shar files, This Is version 1 ,3, 
an update to the versicn or> dt&k £37. Irdudes C source. 
Author: Eddy Canoil 

VcEd A Voice (Tone) EiS»r for the Yamaha 4 Operator senes 
syntiesuers Binary only, source avaita&le Jrom autwr. 
Author: Chuck Brand 

X2X Cross oenrtits between Uotorota'kitelTetctofti ASCII- 
hex iSles. These iet am typlcair used lor dcwn Hire, 
toakig nto EPROUS, or lor transmission when binary 
fiiss cause diaos. Handles Si , St S3. ISTEL (ir% USBA 
iQO0rds|kTakv^rm{rc efterdsd) Stxrot cckjded. 
AiJifiarGaryDtncan. 

a«Uaih.KakMt 

Al A rice tit£la text edior that is last, ^pie to use, and very 

Amij^'ized. Ths ts verscn T SO. an updaie te FF 22&. 
with tots d r*w tea:ires. bug fae*. and wher 
improvements. Binary only. By: Jean-Udiel Forgeas 

CassEtJ Cassetur ape tabeiprmsr.indudsfioirDa Li GFA Base 
Autior Thorstei Ludiwg 

FiS PaK:h to AnocMem{) to altowbady designed programs 
whi:fi request kst mem wttnu neoesity to be rui on 
51 at machines, hctjdes source in assembler. Author: 

GoWa Very smal (296 bytes) and efleOTrtredacerrieni tor tie 
weJI Igiown toadWB' and -EndCLP comnand pair, Ths 
release Ires a severe ^ in the r*sf version whch used 
to gi«j il run out d a tcripL indudes soirai in C, Auticf : 
OlverW^^ner 

PacketSupport A Irilbrary.lontfe with larDoeC. providing a 
lew Knctiont to handa DOS padtet postage indudes 
wufce. Author: Olw Wajner 

PaEhffTSC OS 11 to alow )he goiring nurrtber of P al dspCay 
prsgrams to t» nn 00 NTSC madw*s. wi! pak;n tie 
Inaiton OpenSoeenO hfction to asstre screens with 
PAL height to be opened in incsriace mode. Irdudei 
source in assembler. AahonOherWigrr 

TeitPairt Sewnd map- (f^easeoi tie AnsieiJttor.Aflmjqor bugs 
have been f<ied, ard a buxh of new opboris have tieen 
added, e g. possibity to reload ansi lies or CU moddei 
4 ootor optxr. op^iied li«eyt)oard iayouL new drtwng 
tnodes. rgti mouse bu?on sufoort (Hte DabiePaint) and 
mudimore Brtaryor^y. snareware.BytOiwWagier 

TmetB^ Wortgng example to sho#p tie trrteo and ^time() 

^J^ctions d tie Latscs C support febrary. tndudes source 
mC.Aufior: Oliver Wagner 

WBD PossUymaimiliituMly 10 set tie woiiXMnch screen 
to any d#ti IncWtt lOira «i C. By: aw Wagner 

FfriRtfiDiafcafl 

Ctfsor A a-pesjSASCCcmpTer tor BASIC programs wntten in 
Am igaBASC. does not yet support ti of lie BASIC 
commands but iS ade ID compJe itsdi. Ths IS verson 
1 .0, includes source. Autar; Jurgon Fcrstor 



Drip Drip is an arcade style game rnti 15 Boors ravels). You 
mtsi move along the ppes of eadi Rocr and rust mem 

to advance to the next levd. Every 3 floors complied 
wtl ertbe you to a borvs round where eita difs can 
be won An extra dip wil afso be awxtied tor every 
10.000 pdntL Binary only. A;:!hor: Art Sloles 

Fft^RihPirtWa 

Cdorlleq Oeecxtes tie update to tie o:*x,arary and has an 
eiampie ptigrarr. virTi source. th« densonsoatos Is 
use. Author: Dissd^its Sdtwa^ 

DtsEdtor Thsisademooflhedbtider(ssha.TW3reteitedttor. 
Version 1,1. binary only. Aiittor Dssdents Sotware 

DisSecretary ThspropamcanbeusedtofSertormatonina 
-Secabiner type envinrirTieriL EI is wei! siitod tor jobs 
sudi as maittinng a d sk oat^. or u^ group 
membersfiip. etc txkjded is a dra fie of tv Krxy 
catatog. disks i to 3t0. Vision -Wanda', bmary crtiy. 
Author; Oiss>dems Software 

FieC Contains updated ItlMiorvflrsianUdttedsuients 
requetier Ebrary. There is a bug III to the li^ary as wea 
as a new hjnctiorv See FF £57 tor tie oom pteto 
doo^neniabcn. and exampies. By: Dissidents Softwan 

LBMbb Contains updated f^estrihetlssidemsibmJBxarytvi 
F237. witi new [^ testis and a new bi3iy. Also 
indtxjed ^5 a nxh improved (bemoragarized] doc ia, 
and new C etamoies that show how to use tie ibrary 
for any k.nd d IFF fie. See FF237 for od«r examplfs. 
Autior Dissidents Sotwai^ 

tottaHJM Apro;y«ntoCOpyliestot«UBS:(irofaboctdlsiL 
Can be u»d to creaia a ftandy irtstaSaiion program 
()^«No ispedaiy) for progrvns that need dsk- 
based Ovaries, todbdes source. By: Dissidents 

SAMP An FF sampled sotnJtermatde^;ied lor prolessorat 

misic use. a can be usad br tS^ sa.mpie3. .lu^tipie 
wavetonns. etc Inckides a SAMP readefwrit^ shaded 
ftrary, rtertace routines, ami programmfig eiamp*«. 
Also incbdesa progran to eonv«nSSVX to SAIiJP. 
Author Di$9der«s Sdhwe 

ftltfFitflPllltafl 

lUED AtmiticedaQrinudtisSotndTTadcar.Asong 
oonsisis of Ljp to 50 Uochs of fnusic, wfiidi can be 
played in any Oder, Bfitig teasureslndbja CLd;*pasw 
copy tadts or blocks, changing tfie v^xaio. terr.po, 
■crescendo, and nde vdume. Otra- fesa/es indyde 
swilchirg of the tow^ss^lter on or off on a per song 
bass, and a cute itCe 3imat«J pointsr of a guy doing 
■jUTiping fitiis' 'e\ time 10 trie muse! Ver ston JJX), an. 
update 10 version 1.1 2 on FF235. Now ^ndudes U 
source, Auihor : Teijo Kamgier 

FftdRih Disk 350 

Icons A large va.n eiy of icons for m any uses, of practice 
every descnpion. Most are animated. By: Bradey W. 
Schend( 

Mem Momeier A progran that opens a nanow wi-ndow and 
graphfcaHy displays yo«jr memory usage iVe a gauge. 
Based on WFrags, by Tomas flokJciu, Version 2,1 0, 
includes scpurce. Amhor; Howard Hud 

Sltdwy Th(S shareware progran loads in IFF images and 

creates charted patterns from them tor use in counted' 
cross-stitch and other (orms of neetfewortt. !t requires 
one megabyte ol memory to run, and v«xks best vrift a 
good high'reso*;tion pnmer for prining Uie paiema. 
Tl» Sitehery vras wrfflen witi The DirKior and the 
Pirojector is nduded. Version 1 .21 . Autor: BradSey W. 
Sdiettoic 

TraddJUs Two mlties tiat deal witt dsk trades, TCopy copies 
one or more trades f?ora one disJ^ to another, and is 
usetJ tor oopyng part da floppy dtsi( into RAO; during 
bootup, TFile creaies a di^my !te wtiich -marks' a 
specified range of trad^ prenefttno AmgaDOS lom 
ichg them and aBoMig t«R to be used br raw 
indufstt 4m. lidUdes C Kwoe. Au0«r Eddy Caitoi 

FrtdfliaciiiMi 

POC Pue;i>dyOis%ibi;t3tieC(FDq is a complete Ccompaa- 
ton sysMm indU^ a oompier. assembler. Hcsr, 

nrarini,andlwedvta.PDCii|voni)iwvANSl 



ttDCtei proe^typing. strjcsrepass^vidass^rvneni 
In KkMon It supports La:t)oe C oompaiiile Hxal 
pragmai preoir.piied leader Ses, burith func^ons, 
and s»ek checking coce. V332 ncides source. Byr. 
Lionel Hunmei. Paii Petsrsen, et al 

FrtdFiSltWrtaa 

MG Beta version of mg3. indirSng AHexx support Tfis ft 

pfobady the ittost stdillbeta tor tie neift y^r. as 
marry new (enures are gcir^ irv aher ihs, Amiga-only 
release. Soun:ies compressed will liarc to ft on Ihe 
ds)i. L^K} toFF 1 47. Auihor Ute Meyer, et if. 

PmtHander A custom PRT: driver which divs easy ^ngfe^mft 
support as wdl as limited data spoobng. Version VG. an 
almost entirety rewrcian update to F F2B2. tndudes 
souroo in 'C, Autwr 0^1 Barttd 

TicAWak FaatreewaODngsubroutiiedes^nedtobe^irobusL 
wd not use a lot of any aUcai source. Irdudes both 
a OU ftertaca to tfst rmi^ tfie torm of a fihd-ilte 
ulMty tttt uses C stpr^sskrs n^ead of Untxfke flags, 
and • program » ft! ycu if dreciory fees wsi fit on 1 
g^ds^ or how rrarr^ extra li^hs you^ twed tf ^ 
worn bdUtes soiroe. Update to FF^. Author; Mite 

FfwlFHh Disk 353 

AztecArp An Arp package bed to work witn tie 5 Or^eased tie 
Artec C com^, Tt^ ongnal AXarj support f.es *ffe 
ineompileto. cor^ained Ixigs preventeig tiem Ircm 
workjng properiy a.'^ had the wrong IrJuer tonnaL 
Indudes souce. Ajtior Oaf Sart^s 

Comp&sJt A dsii com pressmark *s* comprrMMOn padiage wfkh 
was wmen to be fast and easy to use. lic^toes an Arp 
and an lnii«)on i^erfars, tidudes source in -C. Aufnr 
OlafSart«J 

^tort»S Acomptetolredy(e*sirttrtabfeCenvironmof<tort» 
Amiga based on the Sciobon Ltd C conpler. Charfe 
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Gfcb's assembtef. the Sofrware Rstileiys Imkar, and 

pcdam from other sources. Steve has pal led everyihing 
logetlKf and added some ennani^fr.enls in ne pf ocesi 
This is vers-'Ofi 1.1 . an updaie to version 1 .0 oo disk 3^. 
Parjal souJi:e Ofilv. Auihor : Steve HawJn. et. ai, 

Fred Rsh OisV 354 

FastBlit A sma:j lod la speed up Mtler operadcns bjfiD to 60%, 
Vef sbn 1 .0. timzrf ort/. ALrfior: RaJf Thann©- 

KeyM46?o A iteyboa^d rvacfo pfogmi^, con5jjrabfe ^ a tent file, 
thai also suppoflS hotkey pfogtafts enecuton. You can 
map up 10 eicht funcions lo eatfi key. induding keys 
such as cursor te/s. the reiufn key, etc. Version 1 .4, an 
update 10 version 1 .0 on disk 325, v^ch l^ites 'be bugs 
in version 1 .0. liKiiides source i:n 'C. Author; Olat 
Barjiel 

UardelMoiftaJis A program that renders thfee^fireisional images 
cl bfew^js of the WandeJbnjt se !rdudes sevsr al 
eiampie images. This is ver^on 3.0, a-T updaie to 
version 1 A on d'tsk 29S, Sharaware, binary onl/. Atrihor: 
MatfiiasOfifTiann 

MemGuand Mem Guard is a h4efn Watch like program w^h has 
be<^ rewtrtten in assembly lan^ge for ma^iiinum 
speed and efidency, UrtiS* Mem Watch, Mem3uard 
does nrt r»n as task in a dumm y loop but rather a s a 
bw-ievel irrfemjpt routine wiich is ca^^tie d tta^iping 
memory trashing even oefore enec mjght Joiow of il dni 
even ntiJe task ^vritching is lort»dden. Version Ilia, an 
update to version ill on disk 325, binary orty. Author: 
Rail Thanner 

MXMUb An exaTipfe A^iQa sha/ed kbrary complied witN Ailec 
C 5.0, This I4)fary comajns ban^c support fyncSors 
employed by programs soch as KeyMacro or 
PrJTiHandef. tr shc^: mimiSifa/y is the sandaxd MXM 
system suppcft lirary , Ve-son 34.14, includes source, 
Author: Oai Bartf^l 

Fred nsh Disk 355 

Eef ser kef Aviruskiilervitiich checks !or certain conditions 

indicating possWe virjs infecbon, Afferent from oitw 
programs o! tiis knd. Berserker does not leiy on 
che:k3urns only, it wi'l also Check Jfe possible ^in^s 
behiTct tr-fi altered checksum . Therefore even j^ew 
viruseis with o"d mtecTion rrethods can De raced &n6 
fas»den! loo's ar§ not touched, includes source in 
assernbly language. At;ihor: Ralf Thanfter 

ItnageEAtor A simpfe to use graphics editor which aEows you to 
(Sraw and save imagesi'spriies as assemblef or C source 
rade. lixinde* IFF suppori wvdo, and an konily 
funoion. Anolher featu* is the smaJ memory usa^e so 
you can use m Jijtasteig evtn on a 512K machine, 
Majwnum piCtXire size is 166' 53 pads, T^S is tersion 
2.< and includes source. Author; Robert Junghans 

Lxjadhia^e An (FF IBM reader that accepts overscanned pictures, 
allows you lo scroJ: around In the bitmap il the picture is 
larger than Cie cunent display, works on boih PAL and 
NTSC machines. si^Jports color cycling i^'ng jr,!era.pl 
code, and supports pnnting of image portions. Version 
1 .1 1 . updaie to versioa 1 .9 on (Ssk 231 . indudes sOLFoe. 
Auihof:aafBa.ih6l 

FleixHoslbb Thfs is a shared library package to sirr-plify the ARejtit 
hosicjeatiofv'manfigementprocedjfe. Reja-rnKsage 
parsir^ is also inchided making rt possible to control 
AReJix Ifom programs such as AmlgaBASC {can you 
imagine Am igaB ASIC contrdli/iQ AmigaTeX?), This is 
versior 34.1 2 *hcn has beer recompiled and nade a 
Sot shcrter using A:tec C 5.0. an updaie to versjon i.6 
on 6A 325. Incijdes soixce. Auftor Oal BartheJ 

SoundEdicr An 6SVX slereo sound file eiSiOr wriEen n assembly 
language for speed and minimum size. Version V.8. 
binary onJy. Author Howard Doncti, ^*ks Corie3, ten 
Gerald 

TrackSalve A TracWiSk patch which refnoves all known bugs, and 
ofve unknown so far. and patches ihe TrackdsJt task to 
aiicw various enharJcerriehts, such as re^dng good 
seciof s tfKTi par^y bad trac*a, wrfie veriScatcn, write 
pro:eci simulation, auto motor off, auto update aid 
tuiTiing off dickifig. Other leatures are MFW-upa:e and I 
by non- &»p buffers. This is ver^on 1.3, an update of 
version 1 .0 on disk 31 2. Inductes source in C aixi 
asscmbtef . Aulhor: Di t\ Hcis^ 

Tran Ancther game about the lightcyde race sequence in tfw 
scence fiction computer film *Tron', One or two players 
and c«her opSons. Wntler in GFABASIC and lien com- 
pi:ed. Version t.l , binary only. AuOjot [M Hasse 

FitdFish Disk 356 

AlgoRhyihms An algOfithiiiccomposiDon program that improvises 
music o'jff a MIDI ineriace connected lo iJie serial, port. 
A MIDI inserface and synthesizer are needed. The music 
does txj' h-a'^ a strong piise. ard dora not repeal motifs 
or melodies, but can be very preay. Version 1 .0 with 
source in C, and saTipis daia files. Author: Thomas E. 
Janzen 

A oommunicalions program based on Comm vision 
1 .34, by DJ James, with tots of v^ rice ^ihanoements. 
Also includes several auitSiary f^ograms such as 
AddCall. Callt^fo, GenList, PbComea aiKJ ReadMail 
This is version 1 .9, an update to version 1 i on dsk 230. 
Binary only. Author, DJ James, Dariei Bkxh, Tofl^ef 
(,ocberg, eta). 

Frtd Fish Disk 357 

Empire Empire is a mufiipta;^ game o* exploral5CSi. eccrwrnics, 
war, etc, which can sast a couple of months. Can be 
played either on the local keyboard or remotely ihrough 
a modem. This is version 2,i w. an update to version 
V33w on dsk329. Changes inciudda di^-server 
system , a chai'Ca n»de, reattme ptivaie pbyer 10 
ptaye^ messages, and oihsfeftianceRietaL Binary only. 
Au*.hiOft Ojis Gray, David Wrigih!: Peter Langston 

FrtdFjsh Disk 358 

Bic* Another screen hacfc. Makes red drops of slime fo* 
down your screen. Version 1 , t , includes source in C. 
Author: Giido Wegener 

OPSSc is a com pier for the eipert sysiem language 
OPSS. The compae* ta>ei OPS 5 seun^e code as inpist 
and errata a C souce code tie to be oompkd \a 



NComm 



OPSSc 



create an eiecutaote. Arbitrary C code may be linked 

with V^ executable and eieoried as a resdt of' fri^ 
ajles. The system's strong poini is its speed and as a 
result it sometimes has large eiecutabtes and large 
memsyy requirements. At least 1 Meg, d memory is sug- 
gested. Binaries cnfy for compJer and nsi-t-ne library. 
Version 1.05a- fleqsires a G compiler, Au*x)f3: Bemie J. 
Lc^aso, ^. Dan i,trar*er and Arun Chandra. 

PipeCne Agameliketheosmma^ same 'Pspe dream" (Pipe 
maraa). l^eeds a joys!x;kard PAL lispiay. High scores 
are saved so drslc Version ro, indudes sourt^. Author: 
Andre Wichmann, 

ReDaie Scans a disk and dates each du-ectory acoortSng to the 
most recent item contained ^&in (not including into 
fJes). tdeal for use af^ a CQPV ALL GLOME, where the 
directories a/s CREATEU raster tiiaji eof^ and thus 
lose net' date infonriaion, hcJudes soufCB ii 
assembler. Author Jim BLtisrfieid 

RoadRouts Revision of trip planner program to f^nd *best road 
roule" between any two poims of travel. The user is 
encouraged lo customlis files CITIES and ROADS lo 
suii travel snief ests. Tbss is version i i, an i^ie lo the 
CfiQinal version on cSsit 251 , and maJtes prowisien for 
very targe city merts;s and ilirieraries . You mig^. tke to 
use fe from tfek 3:^ (Mayes^Odier). Also indudes 
RoadScan, a checker for RcadRoute fites (CfTES and 
ROADS). Very large Hes may certain goofs (Citws wiih 
no roads, the sane road ensered twice, elc), or oddiiss 
{direct road not as fast as m-iti- point). These are 
panted olI, together wlh areas where users m^ght wish 
to make eccnomtes in the dita base. Incfudes source in 
C. Authct: J<m But^er^^ 

ScanSFF Scans through an 1 FF f^. ioentityiig J« eiememS- 

Faster ^an standard ifttrty l-FCheck since it uses Seek. 
but does rot do iFFCheck's detai'ed fonrat checking. 
Intended for use as a lempsate' from w+iich 
programmers can code iheir specific af^'icaiion. For 
eKampte. an expanded version has been used to ettraci 
in5tn;meni data from music files, IncJudes soi^ce in 
asser^bter . Author Jim ButierlieW 

ViewDir ALISTtypeoiuilityshowflgcontentsotadskor 

drectory. For jS:BCiOries, Shows Slffi- For f ies. tai^s a 
quick kjok a-id ktentifies TYPE i pos&We, Update to 
ortginal veraon on disk 251. Now wodss with SPAT for 
pattern matching, and has a smial style change, indudes 
source m assembSer, Author: ,fim Butterfidd 

AB-idge An rterJn so^Jtco to Anim-5 L-Tccmpasabflity pnstfwi s. 
I<5erftif«s S^e origin of an An^-3 1^ aTd moiiSes it to 
faoiiiaie easy ejtchanje between AftMagic, Videoscape, 
ArtmaDMi Statbn, DPam! Ill, AmmaSon: Edtton[vl.ll), 
The areaor, SA4D, MovveJO, Photon Paint £.0 and Cef 
Animator. Fully irtuitionalzed interface, lull ABen 
support indu*g a Tud ABeix* optjon if you Start 
AHeix after lunning ABridlge. This is version 1 .0, 
shareware, bin^ only. Auhon Ron Tenant, Mythra- 
mattorts An^naiion^ Soltware 
Dillon's trtegrated C BfJviforwit A C trontend, pre- 
processor. C compiler, assembler, tmker. and support 
iibf anes. AJso (ndudas the editor, dme. Features fcnck/de 
ANSI compatibility, many code optimiiations, and 
autoinit ro(,rtines (user routines called during startup 
oelore main is ca3ed). Ths is v«-siofi 2.02. shareware, 
>nary onJy. AuttMrr MaJtew Diton 

TertPlus A irtjrd processor for fte Am 9a, wi Ji b«h German aid 
En^i.sh versiorts. TexiF^-s enables you to write lesers. 
tiooks. prog'ams etc. in a very easy and comfortable 
way. Version ZO, binary only, Author: Martin Steppier 

UUCP Animpfememafenof uucp lor the Am i^, induding mail 
and news. This is Maif s version lor the Amiga, based on 
Wiliam Loftus's Amiga UUCP 40 release W5th news 

eo6e iJom his OiO release. aTd mcrrhs of worii by l^,aa 
to maJie fixes and Kid enhancements. This is veirsion 
1 ,06 D. an update to FF3 1 }. Lid udes souce. Author 
Various, major enhancemenis by Maa Dtlion 

ToBeCootrued.,.„. 

In Conclusion 

To the best of our knowledge, the materials in ths 

library are freely distributable. This nteam they were 
either puolicfy pasted and place<3 in ihe public domain 
by iheif authofs, or they have festrictions published in 
tiieif fifes to which we have adhered. If you become 
aware of any violation of the a L;t^-o^s' wishes, piease 
contact LS by mail. 

IMPORTAhTTNOIiCEl 

This list is compiled and published as a service to the 
Commodore Amiga community for rnformational 
purposes only. Is use is restricted to non-com merciat 
groups on'y! Any d^:J;]ca6on for commercial purposes is 
strictly forbidden. As a part of Amazing Computing™, 
this l:st is ir.herent^y copyrighted. Any inffir>gejtent on 
this proprietary copyright without expressed written per- 
mission of fhe publishers will incur the full force of legal 
actions. 

Any noncommercial Amiga user group wishing to dupli- 
cate this list should contact: 

PiM Publicat^wis, Inc. 

P,O.Boxe69 

Fall River. MA 027S 

PiM Publications inc. is ejftrentely interested in helping 

any Antiga user groups in non-commercial suppoct for 
the Amiga, 
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eo Series 

Tape 1 - Mastering Workbench* 
and CLI* 

Step-by-step guide. Get the most 
from Workbench and CLI envir- 
onments. FREE PD software and 
command summary. 60 minutes. 

Tape 2 - DeskTop Publishing 
with PageStream** 

Complete instruction - start to 
finish on two projects. FREE 
fonts/clipart and keyboard sum- 
mary. 120 minutes. 

$30 each or both for $50 

includes UPS shipping VA res. add 4.5% tax 

Call fur PRES disconill coupon and Pcodun Guide 
SDootobereicasoIl "Inside Woflbench 10" and "The Power of AmigiVision- 

Grass Roots Video Productions 
P.O. Box 10889 
Burke, V A 22015 
Inquiries: (703) 569-2652 
MasterCard, VISA, Check. MO, COD 



Circle 112 on Reader Service card. 



Attention 




Readers! 



Since we at Amazing Comput ing ^^ cannol determine 
the dependability of our advertisers from their ads 
alone, we want your feedback. If you have had a 
problem with an advertiser In AC^", let us know! Send 
a complete description of your exchange(s) with the 
advertiser— along with the names of Ihe Individuals 
Involved— and we'll do our best to get to the bottom 
of things. 

Ad Complaints 

PIM Publications, Inc, 

Amazing Computing 
P,0,Box869 

Fail River, MA 02722 



ForPDS orders, please use form on page 96 
Visa and MasterCard is available on orders of $20.00 or more. 
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IN RESPONSE TO INFORMA- 
tion presented recently in the pages 
o/^Vniazing Computing, the follow- 
ing reports, clarifications, anci/or 
corrections have been brought to 
our attention. 

CBM'S AMIGA VISION OFFER 

IN REPORTING ON THE 
launch of the Amiga 3000 in the 
June issue o^ Amazing Computing, 
(V5.6, p. 81), we mentioned a 
special offer to be made by 
Cominodore Business 

Machines, Inc. in conjunction 
with the release ofAmigaVision, 
Commodore's new authoring 
system for the Amiga. We stated 
tliat, "a special offer would be 
available to all Amiga owners who 
purchased their computers within 
90 days of the announcement." 

Some clarification is in order 
for this statement, which implies 
that the offer covers Amiga pur- 
chases made prior to the an- 
nouncement. The actual offer re- 
fers to a coupon tiiat dealers pro- 
vide to anyone who bought an 
Amiga after the AmigaVision an- 
nouncement date (April 24, 1990), 
but before the product became 
available in stores (June 30, 1990). 
Amiga owners who fall into this 
category can obtain a free copy of 
AmigaVision by mailing the cou- 
pon, along with proof-of-purchase, 
to Commodore. 

For further information, con- 
tact Commodore Business Ma- 
chines, Inc., 1200 Wilson Drive, 
Westchester, PA 19380, (215)431- 
9100- Inquiry^ ^219 

NEWPSYGNOSIS RELEASES 

IN THE JULY ISSUE OF 
Amazing Computing, in our 
coverage of the Consumer 
Electronics Show (V5.7, page 47), 
we did not include mention of the 



latest releases from Psygnosis, 
XXHiile Psygnosis did not formally 
exhibit at the show, representatives 
from the company did receive CES 
exhibitors and anendees in a 
hospitality suite, where they 
announced several new products 
scheduled for release later this year, 
the most notable beingShadotv of 
the Beast II, The company, which 
recently set up offices in Brookline, 
MA, currently has three releases — 
Aiiarcfjy, Matrix Marauders, 
2.nd Infestation — on the shelves. 

Some new programming tricks 
have enabled Psygnosis to break 
the speed barrier and produce 
Anarchy, which runs at 50 frames 
per second, twice as fast as 
anything else on the market. The 
scenario iot Anarchyf\\2iS the player 
as the captain of a ship guarding a 
transport craft that has been shot 
down. The transporter contains 
canisters of a life-saving serum 
needed to combat a plague that is 
devastating Earth. You must now 
protect the ship until anotlier 
transporter can arrive to take die 
canisters to Earth. 

Ps^^gnosis expects players to be 
physically exhausted trying to 
finish diis one. The game wOl be 
released under the Psy elapse label 
with a retail price of $39 ■99- Inquiry 
^220 

After two years of 
development. Matnx Marauders 
has now been released under the 
Psyclapse label Allowing for one or 
two players, it puts you in the 
driver's seat of a three-dimensional 
grid circuit called the "Grid Of No 
Remrn". The game has you racing 
tlirough deadly amnels in a black 
hole against other drivers, all vying 
to join the elite Intergalactic 
"Screaming Skull Race Team". If an 
opponent gets in your way, blast 
him! Matrix Marauders is priced at 
%y)B9. Inquiry ^221 



Psygnosis' newest release, 
Infestation, features high-speed, 3-D 
vector graphics to allow the user 
totally free movement as he hunts an 
incubating swarm of deadly alien 
eggs on a moonbase. Infestation 
features seven levels, 3000 locations 
and 200 3-D objects, not to mention 
games within the game for the player 
to solve. Get out the bug spray and 
$39-99. Inquiry ^222 

Psygnosis, 29 Saint Ma iy 's Court, 
Brookline, AM 02146, (6l7) 731- 
8379^ 

BEWARE 

IN THE JUNE ISSUE OF 
Amazing Computing (y5£, p. 39) > in 
an article entitled ''Cherryware" 
author Julie Petersen made reference 
to a category of products she termed 
'^Beeware", defining it as vaporware 
that, "is promoted as a commercial 
product simply to see if there is 
enough interest to justify 
development." 

We have been notified of the ex- 
istence of a company called B-Ware 
Computer Systems, wliich has been 
producing public domain sofm'are, 
shareware, and commercial softv^^are 
for the Commodore-64 and 128 since 
1984, and is now about to venture 
into the .\miga market with a product 
that is currently in beta testing. 

We wish to state at this time that 
there is no connection whatsoever 
bet^^een the term *' Bee ware" as re- 
ferred to in Ms. Petersen's "Cherry- 
ware" article and B-Ware Computer 
Systems. 

For more information on B-Ware 
Computer Systems, contact: BAVare 
Computer Systems, 6915 Roosevelt 
Blvd., Philadelphia, PA 19149, (215) 
332-82 76. Inquiry ^223 

•AC' 
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(AmiEXPO, continued from page 67) 

BATTLBTECH 

It is the year 3050 A. D. and the art of war 
has changed dramatically for the feeble 
specimen known as human. Instead of 
massive armies attacking one anotlier, giant 
robots called BattleMechs roam the 
battlefields. Mechs work in lances (teams), or 
sometimes a lone , and each is commanded by 
a fragile human warrior secured safely within 
the Mech's cockpit. 

This is the stage for one of the more 
unusual uses for the Commodore Amiga. 
FASA Corporation, long known for their 
science fiction role-playing board games, has 
created a new company, ESP Corporation, to 
bring dieir extremely popular BattieTech 
series excitement to the arcade. However, 
diese pioneers did not setde for a simple coin- 
driven game. They are placing up to sixteen 
warriors in specially designed Mech cockpits 
to explore, fight, and team with each other in 
a one-hundred-square-mile virtual wodd. 
And it is done with Aniigas. 

Each warrior, using die displays and 
controls of their cockpit, can see their 
adversaries, lance members, and terrain. Each 
cockpit contains over 200 hundred controls, 
switches, and readouts. Players are 
overwhelmed by the amount of information 
that is available, yet every system and readout 
is important for a successful mission. 

To make each adventure as enjoyable as 
possible, all players receive training before 
Uiey enter their cockpits. Individuals receive 
tlieir indoctrination dirough die use of a video 
training tape (complete widi holograms of tiie 
BattieTech cockpit and robot), and live 
assistants. Everything has been created to 
make the player feel that ihey have entered 
tiie future and diat they really are driving a 
large formidable, yet destmctible. giant 
armored robot. 

While no shortcuts have been taken to 
provide the player with tlie sensation that 
diey have entered a new world, tlie cockpits 
must perform with exceptional ease and 
control. The cockpits are populated with five 
large boards placed in a square steel chassis. 
Each chassis contains an Amiga 500, an A560 
Arcnec board from Commodore, a memory 
board, a specially designed graphics 
coprocessor, and a sound coprocessor. The 
chassis are linked through die Arcnet boards 
to an IBM clone that performs the netxv^ork 
management. Todd Butson, of TTR 
Development, stated die only reason die IBM 
clone was used in the final configuration w^as 
dial the proper network soft^fvaie was 
unavailable for the Amiga when die project 
began over two years ago. 

The Amiga is responsible for controlling 
all input, graphics, sound, and 
communications within the cockpit. It is the 
Amiga's responsibility to maintain the 



Top lo bottom: View of »he original protorype 
cockpit and the Amlgo graptilcs on the Main 
Viewing Screen; the new cocicpit design, as a 
hotogram, in the Instructional tape; still from the 
instructional tape; Ross Babcock of ESP 
Corporation and Todd Butson of TTR Developnnent 
discuss the layout of Itie Chicago Battle Center. 

condition of its Mech, its position, and 
odier data. The Amiga then routes tliis 
information through the host 
computer that updates all other on- 
line cockpits. The host computer 
acts as a Game Master and passes 
the information on each iMech to 
the other Mechs while 
maintaining the rules of the 
game. 

While the main game 
design and some board design 
was performed by ESP 
Corporation, Incredible Technologies 
was responsible for the completion of the 
coprocessor boards. I. T. wrote the main 
programming code routines of the 
simulation software and created ±e solid 
model objects used widiin the virtual 
world of die simulators. 

TTR Development was instrumental 
in creating the cockpit display graphics, 
cockpit controls, and the additional code 
required by the Amiga for the BatdeTech 
simulated universe. TTR was also involved 
in die construcdon of various components 
used in the cockpit simulators. 

The images displayed on the main 
screen were rendered in Sculpt 4D. The 
views in tlie secondar^^ screen are user-selectable 
for short and long range views; they are used to 
display die placement and movement of all of the 
Mechs in the vicinity^ 

Each cockpit contains over 200 user options 
from buttons, switches, and readouts to foot 
controls and a joysdck. The Amiga acts as a 
controller and monitoring computer for all cockpit 
activity. It is responsible for monitoring a joystick 
widi fire control (located on the right side), with 
diree buttons, a T-bar-style dirottie, and vno 
rudder pedals, as well as the lights, switches, and 
other assorted controls that a Mech warrior can use 
to control and customize his Mech to his needs. 

BattieTech was introduced at AmiEXPO and 
the main Batde Center is scheduled for a Grand 
Opening in the Chicago area on August 14. Wliat 
makes this application of the Amiga 500 so exciting 
is the extreme demands placed on the computer, the 
high graphic output required, tiie communications 
nera^ork necessary, and the abilit}^ of the three 
companies to work in harmony to create diis result. 
Some Amiga users will recognize die BatdeTech ode 
from the licensed game on die Amiga provided by 
Infocom and Wesn\^ood Associates. 

With the introduction of these specific 
BattieTech centers, FASA Corporation is recreaUng^ 
in a more effective way, the excitement 'it^ 
generated by dieir fictional universe. ^ ^ 
Meanwhile, the Amiga is demonstrating its ,.^., ,^ . 
singular abilities in a very unique manner, ^*^" "^"" 
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InNOCKulatlon Disfc IN#1 . ..virus protection AC# 1 1 .Source & Ustings V5.8 
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A 



PERSONAL COMPUTER SHOW 

October 5-7 at The Disneyland Hotel 
Anaheim^ California 

Sponsored by -/j.x l^xXiO. 



Admission includes the Exhibition, Seminars, Keynotes & 

Amiga Artists Theatre! 

120 Amiga Exhibitors Featuring State of the Art 

Software and Hardware, at the lowest prices! 

Master Classes Available in Amiga Graphics, Video, MultiMedia, Animation, Rendering and Publishing! 

Seating for Master Classes is limited; call for schedule and availability before registering. 

PRE-REGISTRA TION DEADLINE IS SEPTEMBER 21, 1990 

(No cancellations or refunds after deadline) 

^ For Hotel Reservations Call the Disneyland Hotel at (714) 778-6600 

Hotel reservations deadline: September 19, 1990 
EmMl^i^vnted aiifares, call American Airlines at (800) 433-1 790 ^^^^tem this ID^ 



J tfm wmwi «. • 



Register hy Mail using the coupon bvUnv or Call HOO'32-AMIGA Nationwide {or 914-741-6500) 

For Your Ticket to The Amiga Event! 



Yes, I want to come to A miEXPO 'California 

Friday Saturday Sunday 

One day - $15 



Registration is 
$5 Additional 
At The Door 



Iwo days - $20 
Three davs - $25 



NAME 

COMPANY 
ADDRESS 

CITY 



n 



STATE 



ZIP 



Master Class(es) - List Class and Time - $60 Each 



For MasterCard or 

Expiration Date 

Account Number 



_VIS A Payment 



NFAV\ 



Total Amount Enclosed 



Name as ii appears on card: 
SiiznaiLirc 



Make Check or Money Order Payable to: 

AmiEXPO 465 Columbus Ave., Ste. 285 

Valhalla, NY 10595 



Cirdo 119 on Readtr Sfirvica card. 



Title Page 

Title Page is a new video titling package for tlie Am^a. It will 
finally allow you to create screens full of effects pos^ble once 
only m your imagination! If the 'look' you want is notirxuir 
package, simply create it! Modify text, effepts, patterns, brushes, 
even backgrounds. If that's not^ough, aiad Vtouch of fantasy 
'With rainbow letters. So if wha^ yoihu^e jsn't wh^t you need, 
come experience Title Page. 



Supports all video modes, except HAM 

jgrselectable overscan level 
Create copper display lists allowing 
thousands of extra colors per screen 



De cotej 
yoyagez.a^ 

. I ancienne s 

Le train c est plus agreable! 



loe s uassic 
Leasing, Jno, 
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- Apply 40+ effects to text, ^shes, or images 

- Use standard Amiga \o\ 

- Includes 9 regular fq^.jn 3 sizes PLUS 4 
colorfonts in 2 sizes. 

- Keymap support allows youlCHJse accents 



Us^jQ^r 65 ARekx commands to customize 
Title Page to yourreeds 
Includes a n ARexx^ ompatible slideshow 
"pikyer witl^ 45 different transitions 





'iSS!^^lSSk^^^^iSSiSk'\lfBit^Wb ff 




Title Page functions properly ori/finy 512Kb 
Amiga. We-^lso remembergd^at everyone's 
needs are nottFie'ScirfTerso we included a 
variety of features for users w\Xh more memory 
and faster CPUs Qllly $199.95 

For more 

ESCHALON m^-=-^- information call: 
DEVELOPMENT ^^^ (SU) 340-9244 



Circle 125 on Reader Service card. 



>^ Eschafon Ejevelopment Inc^ 110-2 Renaissance Square! Nay/ Westminsterfi^C, V3M 6K3 CANADA, TEL: (5\4) 340-9244, DQ^aier inqOiries welcome. Tjtfe Pat^e and Eschaloi\ 
^^ Developmeot^ogo are iVadejnarks of EschatpR-DevelopmentJue: Other prodycKiames and bjamls are iradeirjaHts ar>d/or regi^glered trademar1ss<jf their respeoive companies.^ 



